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Welcome to the Clearing Booklet! 


The Woodland is full of mysteries and ruins, battlefields and outposts, forests 
and pathways...but it is the clearings of the Woodland that so often draw 
vagabonds into drama and danger. Any fool can explore a ruin, but only the 
bravest adventurer gets involved with the complex politics of a local clearing! 


This booklet contains four clearings ready to be used in any campaign of Root: 


Che RPG, including: 


+ HooKFooT Bog, a clearing built upon a swampy marsh in the Woodland! 
Hookfoot Bog has always been a hard place of hard mice, with families that 
go back a long time and won't ever be moving. How will they deal with the 
change that the Marquisate brings to their home? New machines threaten 
the Hookfoot way of life, but the young may not view them as negatively as 
the older generations... 

* SIXTOE STAND, a clearing named for the famous fox hero Keylan Sixtoe, the 
vixen who defended her people from an entire army of wolves! Or so the 
story goes, anyway. The folk of the Stand see themselves as inheritors of 
legend, but their recent battle against a new generation of wolves means they 
must throw themselves in with one of the factions at war in the Woodland— 
they just don’t agree on which faction... 


+ Limm_ry Post, a clearing developed from an outpost on the farthest edges 
of an old empire. The Post was meant to be a boundary that outsiders 
would have to cross through before reaching the rest of the Woodland, and 
its rabbit denizens have inherited some of that xenophobia. But the Post 
remains a well-fortified clearing, perfect for a new Woodland Alliance base— 
and maybe, with the help of some enterprising vagabonds, the Alliance’s 
leaders can convince the citizens of Limmery to side with them... 

+ COOLCLAW MINE, a clearing sprung up around the profitable iron mine that 
dips under the nearby mountains. Coolclaw Mine is one of the Woodland’s 
most successful and lucrative mines, so it’s no wonder the Marquisate sent 
Lord Scowl and a whole platoon of soldiers there almost immediately. But the 
Eyrie Dynasties know the mine’s value, too, and are poised to launch an attack 
to take it back. Lord Scowl is ready to defend the Marquisate’s holdings, but 
food has grown scarce, and there are rumors of insurrection brewing... 


Each clearing contains a description, a core conflict, a set of additional 
conflicts, and lists of important residents (with stats), important locations, 
and special rules. Finally, each clearing also contains ideas for how to get the 
vagabonds involved with the clearing’s conflicts when the band first arrives! 


The Woodland is a vast place, filled with all sorts of drama and conflicts. 
We hope these clearings find a special place in your Woodland. After all, the 
denizens (and every other faction) need your vagabonds! 


Introduccion °: 


Nookfoot Bog 


The swampy marsh that comprises the Bog is warm, smelly, and home toa 
bustling settlement full of industry and life. But don’t let the activity in the Bog 
fool you; the swamplands are unforgiving to those who step off the braided 
rope bridges and wooden walkways traversing the area. 


Settled long ago by the Hookfoot Clan of mice, the Bog’s denizens were mostly 
untouched by the Grand Civil War. The Eyrie Dynasties never cared much for 
the dirty, smelly place, and saw no value in bothering with it. The Hookfoot 
Clan ruled the area mostly independently, with only a head-nod to the Eyrie 
when they visited. When the Marquisate arrived, the Hookfoots assumed they'd 
be just as unimpressed by their humble clearing and leave just as the Eyrie did. 


Instead, the Marquisate took a keen interest in the Bog’s natural resources and 
Marquisate troops rooted themselves in the clearing. Now, Captain Lilli One- 
Ear of the Marquisate rules Hookfoot Bog, and the Hookfoot mice are none 
too pleased. However, other denizens of the Bog have adapted quickly to the 
Marquisate’s presence, joining their ranks and enjoying a level of status never 
achieved under mousefolk rule. 


Ac First Sight 

A smoky haze fills the clearing, tinging everything with a soft grey hue. The 
acrid smell of burning foliage assaults the senses, carried on the wind with the 
earthy scents of marsh and swamp. The entire clearing is built over a wet tangle 
of foliage and muck; approaching from anywhere but the footbridges leading 
in and out is a difficult prospect. Mouse burrows of peat and wood dominate 
the landscape, built over the swamp. Wooden and rope footbridges span the 
marshy bog to connect buildings, burrows, and a series of floating gardens. 
Everything towards the outside edges of the Bog looks unkempt and worn 
down. New construction dominates the Bog’s center, built with sturdy wood 
that would glisten if the sunlight could pierce the haze. 
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Nookfoot Conflicts 


Hookfoot Bog is beset by many troubles, but the vagabonds are most likely to 
encounter the following conflicts. One of them—The Price of Peat—is the core 
issue for the clearing, while the others are conflicts likely to appear. 


Core Conflict: Ghe Price of Peat 


The Marquisate arrived in Hookfoot Bog hoping to set up logging operations. 
Unfortunately for them, the trees here are thin and wiry. But nestled under the 
footbridges and raised homes around the Bog are vast amounts of peat. 


The denizens of Hookfoot used this peat for nearly everything from water-sealing 
homes to fertilizer for crops to briquettes for fires. The Marquisate, quick to realize 
this fuel source could further their goals, immediately started harvesting it. 


Times have changed. Denizens must now buy peat from the local Marquisate 
vendors, rather than collecting what forms under their homes. And the price 

of peat is rising as demand for the fuel grows in other Marquisate-controlled 
clearings. With their wealth, the Marquisate started giving the Bog a make-over, 
building sturdy wooden homes in what they deem New Town and providing 
much-needed infrastructure across the Bog. The industry that booms in Hookfoot 
Bog has brought immigrants looking for work from the Woodland; older denizens 
of the Bog (especially the Hookfoot mice) look mistrustfully upon the change. 


Tensions among the older denizens, the Marquisate, and the newer denizens are 
rising. The price of peat is the focal point, but the grudges run deep. The Hookfoots, 
hoping to drive out the cats, have led secret raids on the Marquisate’s harvesters 

but haven't managed to destroy them. The Marquisate has no evidence against the 
Hookfoots for the sabotage, and the Marquisate’s leader in Hookfoot Bog, Captain 
Lilli One-Ear, is committed to fair dealing with the denizens of the Bog. The neutral 
denizens seek peace, but there’s no love lost for either group seeking to govern the 
Bog. Internal strife among the Hookfoots—between the two matriarchs, Evangeline 
and her wife Marrianne, and their grandson Pellam—further complicates the 
situation as the three seem to be working against each other. 


How It Develops v- 


If the vagabonds never came to the Bog, the issue would likely devolve into outright 
fighting, sabotage, and the Hookfoots embroiling all the clearing’s denizens in a 
needless conflict as supporters of each of the three family leaders created division 
throughout the Bog. The Marquisate controls the Bog at the moment; if a fight 
broke out, they would crush the resistance, but at a cost. Many denizens would lose 
their lives, and it would turn the survivors into rebels or downtrodden subjects and 
plunge the Bog into a precarious, damaged state for years to come. 


Nookfoot Bog 


Conflict: Collaboration 


Some Hookfoot Bog denizens work with the Marquisate to harvest and sell 
peat. Where once their lives were bleak, existence was hard, and the going 

was tough, Marquisate presence has given them work, homes, and some 
wealth. They don’t love the price of peat, but they aren’t keen on kicking the 
Marquisate out of the Bog completely. The more the Marquisate does for the 
Bog, the greater the number of denizen collaborators they attract, mostly from 
the Bog’s bird, fox, and rabbit populations. 


These collaborators work diligently within the Marquisate’s laws to try to reduce 
the price of peat. They form work groups to more efficiently harvest it and are 
learning how to build and maintain harvesters to increase production. The 
Hookfoots (Evangeline in particular) are attempting to infiltrate the collaboration 
to learn how to sabotage the harvesters. Pellam Hookfoot, however, is a vocal 
advocate for collaboration, and the denizens who join see him as their leader. His 
grandmothers have long pressured him to share information about harvesters, 
which makes the Marquisate suspicious of the collaborators as a whole. 


How it Develops rv 


If the vagabonds never came to the Bog, the hope for peaceful and productive 
collaboration falls apart at the first major mistake—a miscalculation by Pellam 
Hookfoot. Everyone likes the outspoken mouse, and the collaborators look to him 
for advice. His influence has attracted Marrianne’s attention as denizens begin to see 
him as more of their leader than her. Captain Lilli One-Ear is looking at Pellam as a 
possible Marquisate-supported leader for the clearing. But Pellam doesn't realize that 
his grandmother Evangeline, not content with rebellious rhetoric, is putting together 
a militia. He'll eventually share Marquisate secrets with Evangeline, hoping that 
knowing more about the harvesters will quiet her rabble-rousing. Some members 

of the Marquisate, like Sergeant Nightfur, don’t trust Pellam; such a mistake would 
lead to his arrest and destroy the trust the collaborators have in the Marquisate. 


oy 
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Conflict: Burning the Bog 


Evangeline Hookfoot is secretly building a militia to hopefully overthrow the 
Marquisate. Her ultimate plan is to dismantle the peat harvesters; she’s been 
sabotaging them as best she can, but she needs help. Outright attacking the 
harvesters will draw the Marquisate down on the perpetrators, leading to 
arrests and a fight the dissidents can’t win. While there are plenty of Hookfoot 
sympathizers in the Bog, those willing to fight and lay down their lives for 
their beliefs are far fewer. Desperate for assistance, Evangeline has conscripted 
Ollang Threetoe, a badger with a penchant for arson. 


Going off script, Ollang decides he'll burn the peat before it can be harvested, 
rather than just destroying the harvesting equipment. If there’s nothing to 
harvest, maybe the Marquisate will leave the Bog. Of course, there’s no way to 
control a fire once it starts, and such a plan threatens to burn down the entire 
Bog. Ollang isn’t too concerned about that. The Bog denizens are a hardy lot; 
they've carved out existence from less, and they can do it again. 


How it Develops rv. 


If the vagabonds never came to the Bog, Evangeline feigns ignorance about the 

plan, or at least turns her back and allows Ollang to do as he pleases, hoping for 
deniability if it all goes wrong. Unchecked, Ollang burns the Bog down around the 
denizens’ ears. The conflagration will get out of control quickly, as the peat is highly 
flammable, even in its wet state. Captain Lilli One-Ear, prioritizing the safety of the 
denizens over the Bog itself, will order an evacuation. Such a fire would devastate the 
Bog and make it unlivable, even for the denizens who originally lived there. Everyone 
in the Bog would become refugees from the fire. 


Nookfoot Bog °: 


Conflict: Smuggler's Run 


A group of cat smugglers have set up shop in Hookfoot Bog and are playing 

a dangerous game. They smuggle in weapons to sell to Evangeline’s budding 
militia and smuggle out Nip—a powerful incense-drug heavily regulated 

by the Marquisate. Nip production requires peat; before the Marquisate’s 
control over the Bog, producing it was difficult. But Nip makers can’t resist 

the temptation of so much peat in one location. Sergeant Nightfur seeks 
Marquisate permission to make and sell the drug, but a little thing like a license 
hasn't stopped him from starting up an operation. He’s set up a small workshop 
deep in the swamp to create Nip and, with the help of One-Legged Sal, the 
smugglers’ leader, he’s cornered the market in the Bog. 


As the illicit drug makes its way throughout the clearing, Nightfur threatens 
to turn the Bog into an institutionalized drug den. Marrianne Hookfoot and 
Captain Lilli One-Ear are united in opposing this; they both seek the source 
of the Nip and want to shut down operations. Evangeline, dependent on 
the smugglers for weapons, often misleads Marrianne about their identities 
and location. Sergeant Nightfur has a select few guards he trusts to keep the 
operation secret from Captain Lilli. 


Sal isn’t anyone’s fool and knows that if Nightfur goes legal, she'll get cut out 
of the Nip ring. She isn’t ready to lose that income, so she’s prepared to out 
Nightfur—and Evangeline if necessary—to keep her position in the clearing. 


How it Develops > v- 


If the vagabonds never came to the Bog, Sergeant Nightfur likely builds his small 
Nip operation into a real power in the Bog. With so many forces protecting the 
smugglers, Captain Lilli has little chance of uncovering the operation before it’s 

too late. Nightfur will eventually use his ill-gotten gains to bribe his way up the 
Marquisate’s ladder, displacing Lilli and becoming the new leader of Hookfoot Bog’s 
Marquisate. In his new position, he'll use the Bog to supply an ever-growing illicit 
Nip trade across the Woodland. 


Although One-Legged Sal will try to warn Lilli, Nightfur’s power will overshadow 
Lilli, leaving the smugglers out of the loop and desperate for funds. Sal will turn 
more strongly towards the weapon trade, hoping to overthrow Nightfur and reclaim 
control of Nip operations in the clearing. This will only lead to strife for the average 
denizen, as the much-less-tolerant Nightfur will crack down hard on insurgency. 
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Important Residents 


LIL] EXHAUSTION 
L] INJURY 
LIL] WEAR 
KHIOOIU MORALE 


Drive: To reclaim Hookfoot 
Bog from the Marquisate 
Moves: 
e Spin a convoluted lie that 
hoodwinks enemies 
¢ Launch a militia attack 
« Cry out for help from 
sympathizers 
EQUIPMENT: 
¢ The Hookfoot family seal 
«A catfolk sword and dagger 


LIL] EXHAUSTION 
L] INJURY 
LIL] WEAR 
LILILILI MORALE 


Drive: To keep the Hookfoot fa- 
mily and the Bog safe at all costs 
MoVEs: 
e Use a Mayoral decree to 

end violence in the Bog 
¢ Cover up for 

Hookfoot actions 
¢ Call younger Hookfoots 

to her aid 


EQUIPMENT: 

e The Mayoral brooch 

e A Marquisate writ of office 

«A small dagger concealed 
in her boot 


Evangeline Nookfoot 


The eldest mouse in Hookfoot Bog and co- 
matriarch of the Hookfoot Family, Evangeline 

is committed to pushing the Marquisate out of 
the Bog. Evangeline isn’t malicious, but she'll 
stop at nothing to preserve her family’s traditions 
and restore Hookfoot control. Yet...her wife 
Marriane desires to work within the Marquisate’s 
limitations. Evangeline loves her wife but thinks 
that Marrianne is wrong to work with the 
Marquisate. She'll do anything she thinks is right 
for the Bog, even betray her wife's trust. 


Secretly, Evangeline is raising a militia armed 
with smuggled weapons. For now, they rely on 
the cover of night to sabotage harvesters, but the 
long-term plan is to openly retake the clearing. 


(Darrianne Nookfoot 


Marrianne Hookfoot is the Mayor of Hookfoot 
Bog, as well as Evangeline Hookfoot’s wife 
and co-matriarch of the Hookfoot clan. While 
she knows and supports most of Evangeline’s 
plans, she’s sympathetic to the desires of 

the younger Hookfoots and other denizens. 
Marrianne is critical of Evangeline’s fatalistic 
attitude, which causes her wife to keep secrets 
from her. These secrets have strained their 
relationship, but ultimately Marrianne wants 
to support her wife. While Evangeline thinks 
her growing militia is a secret, Marrianne 
knows something is going on and often covers 
for Evangeline. 


Marrianne was appointed by the Marquisate 
(specifically, by Captain Lilli) to pacify the 
Hookfoot Clan when the Marquisate first took 
over. She takes her job seriously and works 
closely with the Marquisate, though she’s 
ultimately on Evangeline’s side. 


Nookfoot Bog °: 


pe 


Dy 
S10) 
ZD 


LIL] EXHAUSTION 
L] INJURY 

LIL] WEAR 

LIL] MORALE 


MOvVEs: 
e Offer a deal that’s too 
good to be true 
e Insert himself into a 
tense situation 
¢ Tell a story that defuses 
harsh feelings 


EQUIPMENT: 
¢ A lute and extra strings 
¢ A purse full of money 
and trinkets 
¢ A smoking pipe and tinder 


LIL] EXHAUSTION 
LID INJURY 

CL] WEAR 
LIL] MORALE 


Drive: To avoid violence and 

conflict that could endanger 

the Bog 

MovEs: 

e Give a rousing speech that 
calms denizens’ fears 

e Intuitively detect deceit 

e Share a secret to build 
trust and allay conflict 


EQUIPMENT: 
«A silver pendant, a Hookfoot 
family heirloom 
¢ A brand new 
mousefolk sword 
¢ A smoking pipe and tinder 


Jansen Stcarclaw 


Jansen owns The Glittering Emporium of 
Wonders, a general store that isn’t really 
glittering (or an emporium), but that serves as 
one of the central meeting spots for denizens 
willing to hear out the Marquisate’s plans. 


Jansen works closely with the Marquisate and is 
the Bog standard for what the Marquisate can 
do for the average denizen. As a coypu rat, he 
was on the outs with the old Hookfoot Clan— 
now he has a store, a fine new wooden home, 
and the access to buy peat at a discount to sell 
to the average denizen. He believes strongly in 
the collaboration movement (especially because 
it’s filled his pockets) and he’s its de facto 
spokesrat alongside Pellam Hookfoot. 


Pellam Nookfoot 


Pellam is part of the younger generation— 
Marrianne’s and Evangeline’s grandson. He 
deeply desires peace in the Bog through 
education and cooperation. He isn’t completely 
sold on the idea of collaboration, but he wants to 
learn how to operate the harvesting equipment 
so he can teach others. If there’s a coup, control 
of the harvesting equipment could be vital in 
determining who retains power in the Bog. 


Pellam recently joined the collaboration effort, 
but doing so has caused the rest of his family 
to pressure him for help in overthrowing the 
Marquisate, and it’s caused the Marquisate 

to take special interest in him as a possible 
new figurehead for collaboration. He'd never 
imagined he could trust the Marquisate, 

but Captain Lilli One-Ear has dealt with 

him honestly, while his own grandmother 
Evangeline is definitely hiding something from 
him. He isn’t sure what he should do, but the 
combined pressure from the collaborators and 
his family is pushing him to radical action. 
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LIL] EXHAUSTION 
LILI INJURY 

L] WEAR 
LIL] MORALE 


: To drive the cats out of 
the Bog by any means necessary 


DRIVE 


MovEs: 

« Start a blaze 

¢ Deflect blame onto an 
innocent bystander 

e Incite denizens to violence 
against the Marquisate 

EQUIPMENT: 

¢ Various arson equipment, 
fire starters, dried peat 

eA small mousefolk dagger 

eA small bag of Nip 


LIND EXHAUSTION 
CLINI injury 
CJN0J wEAR 

LJLJ MORALE 


Drive: To rule the bog ina 
peaceful, fair manner 


MOovVEs: 

« Call clearing guards 
to her aid 

e Defuse a tense situation 
with calm words 

e Swiftly strike at the 
greatest threat 


EQUIPMENT: 

« An exquisitely made 
Marquisate crossbow 

« Well-made armor 

¢ A well-worn chess set 


Ollang Ghreetoe 


Ollang is Evangeline’s top co- conspirator 
within the Bog. While he supports Evangeline 
and her desire to drive the Marquisate out 

of the Bog, he doesn’t want to return to 
Hookfoot rule either. Sure, he pays lip service 
to the Hookfoot Bog way of life, but really he 
just wants to burn it all down and begin anew 
without the tyranny of all the rules everyone 
wants to impose upon him. 


The badger believes he has the Bog’s best 
interests in mind, but he’s dangerously 
unstable and has no compunction about using 
fire to “improve” the Bog. He doesn’t much 
care who he hurts in pursuit of his goals, even 
the Hookfoots (seeing as he acts for everyone’s 
“best interests”). He might be persuaded to 
delay his plans, but only if someone promises 
him more chaos down the road. 


Captain Lilli One-€ar 
Captain Lilli One-Ear is the Marquisate 
commander in charge of Hookfoot Bog. 

While the clearing has a mayor, she’s the true 
governing power. She tries to be fair and just, 
and she’s sympathetic to denizens’ desires. She 
thinks the peat pricing is getting out of hand, 
but she serves at the whims of the Marquise and 
isn’t sure what she can do. She does her best 

to do right by the Bog, but criminal elements 
seem to grow bolder daily. She wants to find out 
who’s vandalizing the machines, and though 
she suspects the Hookfoots are responsible, 
she’s giving them a chance to prove her wrong. 


NogtE: Lilli's crossbow (Value 6, Load 1, far 
range) has three boxes of wear, no weapon skill 
tags, the tags signature, hair trigger and iron 
bolts, and inflicts 1-harm. Her armor (Value 3, 
Load 2) uses the stats for Chainmail from page 


192 of the Root: Ghe RPG core book. 


Nookfoot Bog °: 


LIL] EXHAUSTION 
LILILJ INJURY 
LILILJ WEAR 

LIL] MORALE 


Drive: To seize power in the 
Bog through Nip production 
and bribery 

Moves: 

e Ruthlessly eliminate 
something that 
implicates him 

¢ Cruelly attack the 
weakest opponent 

¢ Offer a devil’s bargain 


EQUIPMENT: 

eA small bag of Nip 

e A well-made sword 

e Shining Marquisate armor 


LIL] EXHAUSTION 
LILILJ INJURY 

LIL] WEAR 

LIL] MORALE 


Drive: To turn a profit without 
getting caught 
Moves: 
e Offer a self-serving deal 
e Claim innocence with 
the utmost believability 
e Launch a surprise attack 


EQUIPMENT: 
¢ Nip making equipment 
e Thieves tools, lock picks 
¢ A pouch with hidden pockets 
¢ A purse with a small 
amount of coins 
¢ A well-made bow 


Sergeant Nightfur 

Sergeant Nightfur came to Hookfoot Bog along 
with Captain Lilli One-Ear. He’s the head of 
the clearing’s guard, and has always envied 

her position of power. He’s turned his jealousy 
towards growing a Nip empire. Although 

he’s sent a request for licensure, that’s a mere 
formality. He works with One-Legged Sal to 
keep the smuggling operations a secret. 


Sergeant Nighfur actively sabotages Captain 
Lilli’s efforts to root out the Nip production 
ring. When his license comes through, he 
plans to raid the smugglers and take over 
the Nip business legally. He hopes this will 
give him power over Captain Lilli, earn him 
a promotion, and maybe oust Lilli from her 
position in the Bog. 


One-Legged Sal 


One-Legged Sal is a savvy cat who runs the 
smuggling operation in Hookfoot Bog. She 
arrived at the behest of Evangeline Hookfoot, 
bringing weapons and equipment for the 
mouse. When she realized that the Bog 

was filled with peat, she started her gang 

by monetizing Nip. She quickly fell in with 
Sergeant Nightfur and provided a workforce 
for his Nip production operation. She doesn’t 
trust him, but then she doesn’t trust anyone 
but her crew. 


She continues to smuggle weapons into the 
Bog for the Hookfoots, using this as leverage 
to keep them out of the Nip operation. It’s only 
a matter of time before Marrianne catches on, 
and Sal has plenty of favors banked to keep 

her own head off the chopping block when the 
mayor needs to find someone other than her 
wife to punish. 
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LILIL] EXHAUSTION 
LILILI inJURY 
L] WEAR 
L]JL] MORALE 


Sal 
Moves: 
« Scatter through the 
swamps to evade capture 
Negotiate a deal to perform 
criminal activities 
¢ Make an all-out attack 
EQUIPMENT: 
« Piles of Nip 
« An array of concealed blades 


CITIOI EXHAUSTION 

OID inJURY 
LIONLIL wear 

CITILI MORALE 


HARM INFLICTED: 4-injury 


Drive: To keep order and 

eliminate overtly dangerous 

threats to the Bog 

MoVEs: 

e Make an arrest without 
giving a reason 

¢ Protect an ally or innocent 
denizen from physical harm 

« Escalate a situation 
to open fighting 

EQUIPMENT: 

e Fancy Marquisate-issued 
armor and swords 

¢ Powerful rock slingers 


Smugglers 


Sal’s smuggling ring is everywhere in the Bog, 
despite having only 10-15 criminals involved. 
They’e rotten through and through, dealing in 
anything and everything anyone could want. 
They don’t care for honest work, if only because 
it doesn’t pay as well as the dishonest kind. They 
steal, kill, and run gambling rings on the side 
when their smuggling business runs slightly 

dry and deal heavily in Nip, propagating it 
throughout the Bog. 


These smugglers are loyal only to Sal. They 
work for Sergeant Nightfur and Evangeline 
Hookfoot on occasion, but they'd betray those 
two without a second thought for the right 
price. No price is good enough to betray Sal. 


Marquisate Guards 


Until the Marquisate’s arrival, the Bog’s guard 
was a small force commanded by the Hookfoots. 
Now the guard is upwards of a hundred soldiers 
led by Sergeant Nightfur. They patrol the Bog 
regularly to keep the peace and act as a militia to 
defend the clearing. They're equipped with top- 
of-the-line Marquisate gear as the Bog represents 
a major investment the Marquisate intends 

to keep. They aren't above roughing up a few 
denizens who give them dirty looks, and what 
the captain doesn’t know won't hurt her. 


The guard answers to Captain Lilli, but Sergeant 
Nightfur often gives them direct orders. Most 
guards have no idea Nightfur is running the 
illegal Nip operation; a few are on his payroll. 


Note: The average guard group ranges between 
six to eight members and uses the attached 
stats. Create individual guards as needed using 
the NPC creation rules on page 212 of the 
Root: Ghe RPG core book, giving each guard 
at least 2 wear for their armor, and 1-2 injury 
harm for their weapons. 


Nookfoot Bog °: 


LILJL]J EXHAUSTION 
LILILJ INJURY 
LIL] WEAR 
LILILIL] MORALE 


Harm DEALT: 2-injury 


Drive: To remove the 
Marquisate harvesters 


Nookfoot Milicia 


Anything but a true militia, this rag-tag band of 
denizens is organized and armed by Evangeline. 
While all 20-30 members want to preserve 

the Hookfoot way of life, they're completely 
disorganized and have different ideas about 
how to do that. Evangeline keeps them focused, 


Moves: but she can only do so much when denizens like 
* Whip denizens intoafrenzy _—Olllang start whipping them into a frenzy. 
over a perceived slight 


e Make a sloppy, but 


They secretly vandalize and sabotage 
brutal, all-out attack 


harvesting equipment. They're careful not to 


+ Sabotage a piece of : 
tital Ee Pi get caught, as the Marquisate would stop the 
EQUIPMENT: revolution in its tracks. They want to protect 
- An assortment of the Bog denizens, but they also know that 
clumsy weaponry revolution can get a little messy. 


Note: The average militia group is around 
six or seven members and uses the attached 
stats. Create individual militia members as 
needed using the NPC creation rules on page 


212 of the Root: Ghe RPG core book. 


Important Locations 


Nookfoot Burrow 


One of the largest aboveground burrows in the Bog, the Hookfoot Burrow 
encompasses nearly the entire east side of the clearing. Filled with Hookfoot 
mice and their allies, the burrow hosts everything from community plays to 
mayoral speeches. One of the few pre-Marquisate structures still in good repair, 
the Hookfoots spare no expense to keep their burrow clean and comfortable, 
though the peat bricks that reinforce its walls and thatched roofs are showing 
wear as the high-priced peat must be used sparingly. 


New Gown 


The Marquisate have built dozens of sturdy wooden homes in the center of the 
Bog and many Marquisate-aligned denizens live in the area. Anyone without a 
home may petition to live in New Town, and they’re rarely refused. Captain Lilli 
hopes to ensure that every denizen has a home, and offers to relocate denizen- 
run businesses for free. New Town is rapidly expanding with older denizens 
upgrading from leaky peat homes and new immigrants looking for work. 
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Peat Narvesting and Storage 


Peat harvesters are large mechanical constructs that plod through the swamps 
on two legs and pick peat from the water with giant mechanical arms. The 
harvesting and storage facility—where new harvesters are made and existing 
ones are stored and serviced—takes up the entire north side of the clearing. 
Peat not yet dried and bricked for shipment is also stored there. The peat 
harvesting and storage facility is the best-guarded location in town. The 
Marquisate wants to protect its investment from poachers, and lately vandals 
have been attempting to destroy the harvesting equipment. 


Ghe Glittering Emporium of Wonders 


This general store isn’t glittering at all. Owned by The Illustrious Jansen 
Starclaw, the store sells everything you could want, including peat at a slight 
discount. One of the first buildings built in New Town, the Emporium serves 
as a focal point for collaborators and Marquisate alike. As the best place to 
purchase peat, everyone eventually makes their way to the Emporium, no 
matter how begrudgingly they do so. In the evenings, Jansen shuts the store 
down to hold community outreach programs for the collaboration. These 
meetings are usually peaceful, as they have a heavy guard presence. 


Ghe Marsbole 


The Marshole is a lively bar and eatery near the clearing’s entrance, just outside 
of New Town. The Marshole—with good food, good company, and good 
beer—is a staple in the Bog from long before the Marquisate took over. The 
Marquisate has offered to rebuild the ramshackle dirt hole in New Town, but 
the proprietors have resisted. The Marshole hosts anti-Marquisate agitators, 
and its position outside of New Town helps keep them off Captain Lilli’s radar. 


Ghe Swamplands 


Most of Hookfoot Bog is built above the swamps, making the vast swamplands 
their own warren of hideyholes and dangers. Everywhere you go, you see 
harvesters plucking peat from the wet surroundings. Criminal elements set 

up hideouts behind buildings, under bridges, and in the denser areas of the 
swamps no one’s built on. One-Legged Sal’s smugglers run the swamplands; if 
they catch someone there without cause, they assume they're searching for the 
Nip operation and handle them accordingly. 
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Special Rules 
Swamplands 


Above the swamplands, the haze of burning peat is tolerable. But the closer you 
get to the peat harvesters, the worse the smoke and smell get. The Marquisate 
has developed special filter masks (3 wear, Value 2) to help protect workers. 


Acrid Smoke 


When you undertake physical activity near a harvester without a special 
filter mask, mark exhaustion. When you undertake physical activity near a 
harvester while wearing a special filter mask, mark wear on the mask. 


Escape into the Swamplands 


When you dive into the swamplands under and around Hookfoot Bog to 
escape pursuit, roll with Cunning. On a hit, you escape successfully—they 
lose you amid the swampwater and muck. On a 10+, mark exhaustion 
from discomfort and gases. On a 7-9, mark 2 exhaustion. On a miss, you 
escape your pursuer but dive into something much more dangerous. 


Narvester Operations 


Harvesters are large pieces of equipment that require a single character to drive and 
operate. Characters can operate the harvesters, though hijacking a harvester might 
require sneaking or attacking the original driver. 


Narvester Attack 


When you attack someone while operating a harvester, roll with Finesse. 
On a hit, inflict 3-injury, ignoring armor. On a 7-9, you also seriously 
damage the harvester. On a miss, you smash the harvester into your 
surroundings, breaking it and causing massive collateral damage. 


Narvester Grab 


When you grab an individual opponent with the harvesting hands, 
roll with Finesse. On a hit, you grab your target and hoist them off the 
ground. On a 10+, your opponent is stuck—they can’t get free without 
help. On a miss, you push the harvester past its limits, and it threatens 
to break catastrophically! 


SYS 
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Introducing the Clearin: 

The vagabonds arrive in Hookfoot Bog (using the description in “At First 
Sight”) with knowledge that the Bog is an up-and-coming industrial center 
for the Marquisate. The vagabonds encounter New Town first—paths into 
the clearing lead straight to its center to show off the new Marquisate-built 
face of Hookfoot Bog. The Glittering Emporium of Wonders stands out, and 
the vagabonds may venture there if they need any supplies. In the Emporium, 
they can run into any or all the major NPCs going about their daily shopping, 
especially Pellam, Marrianne, Evangeline, or Captain Lilli. 


As the GM, look to get the vagabonds embroiled in the Bog’s politics. Captain Lilli 
might ask them to infiltrate the Hookfoot camp to find out about the resistance. 
Pellam jumps at the chance to have a neutral party help make peace within the 
Bog. Evangeline sees the vagabonds as another avenue for espionage or sabotage, 
if they’re willing to help. If the vagabonds resist the major NPCs’ advances, hook 
them into a smaller conflict by introducing the smugglers (who'd love to have 
competent vagabonds on the payroll), or letting the vagabonds overhear rabble 
rousers talking of starting a fire while drinking in the Marshole. 


At some point, both Jansen and Ollang approach the vagabonds to embroil 
them in their own personal struggles. Jansen sees the vagabonds as a way to 
firmly stop the harvester vandalism, and Ollang sees them as a tool to bring 
the whole Bog crashing down. Ollang likely won't bring up arson immediately, 
first testing the waters for the vagabonds’ thoughts on the Bog’s situation. He’ll 
report their actions to Evangeline. Jansen doesn’t report to Captain Lilli and is 
probably one of the friendliest denizens the characters meet. 


Evangeline approaches the vagabonds to test their sympathy towards the Hookfoot 
cause. If they appear sympathetic, she'll try to recruit them into her underground 
militia. Such valuable allies could turn her dreams of revolution into reality. 
Captain Lilli, on the other hand, is immediately suspicious of the vagabonds and 
keeps her eye on them. When she approaches them, she'll warn them to be on their 
best behavior. She won't directly ask about sympathies, but she might ask pointed 
questions about their motives, or ask them to help various denizens around the 
clearing to see which side of the debate they're leaning towards. 


The vagabonds are likely to encounter One-Legged Sal’s gang pretty quickly 
as the smugglers operate throughout the Bog and are always looking for new 
opportunities. Gang members won't necessarily attempt robbery, but they'll 
want to test the vagabonds’ mettle as potential opponents or allies. Sal is 
likely to approach the vagabonds with business propositions, hoping to make 
quick cash for information or weapons. Sal runs the underground market and 
quickly recognizes that the vagabonds might want goods not normally found 
at a general store. 
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Sergeant Nighfur tries to stay away from the vagabonds because he recognizes 
their ability to disrupt his plans. He uses Sal as his go-between. 


As the vagabonds explore various situations, make an escalation—a move 
designed to intensify the situation and draw the PCs in further. Escalations 
can provide new opportunities, create new dangers, or close down outlets for 
escape. If things get too quiet or slow, or the vagabonds aren’t sure what to do, 
make an escalation. Here are some examples: 


* Someone, perhaps a Hookfoot militia member, starts a major, sprawling 
fight with the Marquisate guards. This puts pressure on Marrianne Hookfoot 
which may cause Evangeline to lash out. 

+ Sergeant Nightfur diverts the town guard away from One-Legged Sal’s crew, 
creating an opening for the smugglers to raid one of the peat warehouses for 
supplies. 

+ The town guard finds one of Evangeline’s weapon stores and the Marquisate 
comes down hard on Pellam, thinking he’s involved, and he’s thrown in jail. 

* Someone starts a small bog fire which threatens to burn down New Town. 
Even after the fire’s put out, blame flies everywhere and the Marquisate 
guards are on high alert. 

* Captain Lilli arrests some smugglers and interrogates them about their 
activities. Nightfur and Evangeline scramble to break the captured smugglers 
out of jail, using the corrupt guard and the militia, respectively. 
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Ce EE TEN NEE TEENS EE DS EE EDEN SEEDS, 


Sixtoe Stand is named after the great hero Keylan Sixtoe—a fox who saved the 
clearing from an army of wolves many, many years ago. Names and stories 
have importance here; they're the living history of the Stand and the color 
that gives meaning to life. Every citizen works to emulate Keylan’s greatness 
to change the course of history and have their name immortalized in story, 
perhaps even earning the title of “Sixtoe” by performing daring deeds for the 
benefit of the clearing. 


Yet Sixtoe Stand isn’t without problems and drama. A recent wolf attack, 

for example, has left the Stand weakened for the winter. Without outside 
assistance to rebuild infrastructure and store food, many citizens of the Stand 
will likely perish. Worse yet, many denizens struggle with the social structure 
of the clearing. In Sixtoe Stand, rabbits mostly work as second-class citizens 
subordinate to the foxes who seized control after Keylan’s heroic defense of 
the clearing. The newest wolf attacks reopened many old wounds that never 
healed; the clearing is poised to self-destruct if something isn’t done to heal it. 


Ac First Sight 


Deep in the woods at the base of the mountains, cobbled roads snake through 
ancient trees covered with moss. Mist hangs permanently in the chilly air of 
the north and morning conversations linger, exhaled as condensed clouds of 
white ether. Families scurry from burrow to burrow craving the warm light of 
companionship, a good cup of mead, and a rousing story to stave off the cold. 


Further in the clearing, things open up slightly-aboveground homes and shops 
rest at the base of trees, and the bustle of a busy clearing breathes life into some 
areas while others sit desolate. Many homes lie empty and destroyed, forgotten 
by their families until they can be repaired. Just beyond the clearing proper at 
the base of the mountains, quaint houses open to a mess of tents piled atop one 
another leading towards the mines. 


Conflicts 
Sixtoe Stand is beset by many troubles, but the vagabonds are most likely to 


encounter the following conflicts. One of them—A Time to Rebuild—is the core 
issue for the clearing, while the others are conflicts likely to appear. 


Core Conflict: A Gime to Rebuild 


When Keylan Sixtoe bested the army of wolves, many thought the wolf 
menace would fade into history. But a new army of wolves has attacked Sixtoe 
Stand. Armed and prepared, the wolves struck hard, but they didn’t count 

on a new generation of heroes ready to fend them off—the “descendants of 
Sixtoe,” denizens without blood relation to the brave hero but with a will and 
determination that echoed her greatness. 


The wolves had first sought to starve the Stand out with a siege, decimating 
their food stores. When the clearing refused to surrender, the wolves went for 
an all-out attack—striking them when they were weakened and starving. The 
battle with the wolves was vicious and the descendants of Sixtoe were forced to 
destroy the dam outside the Stand and flood the town to drive off the wolves. 


Now, Sixtoe Stand must rebuild to survive the winter. Without aid, new 
construction would take far too long, and the denizens of the Stand fear another 
attack from the wolves. But no one in the Stand agrees on a suitable ally. 


Moe Sixtoe, the eldest and most popular descendant of Sixtoe, wants assistance 
from the Marquisate in order to rebuild. She knows they have the resources to 
get the dam rebuilt and fast, even if the Marquise plots for expansion. 


The few crows of the Stand want to petition the Eyrie Dynasties. The crows’ 
leader, Lilah Fearclaw, believes the Stand might play a role in the Eyrie’s eventual 
governance of the Woodland. If Everet Sixtoe, a hero in his own right, supports 
Lilah, she might win over the clearing, but that cudgel of a fox hates politics. 


The final two descendants of Sixtoe, the twins Vera and Silas, want the Stand to 
go it alone. The clearing may suffer, but it is better than falling into the trap of 
the warring Woodland factions—the clearing has enough issues. 


How it Develops ra, 


If the vagabonds never came to Sixtoe Stand, treachery would flourish. Moe Sixtoe is 
popular enough to win the clearing’s support to ally with the Marquisate and revive the 
mines by rebuilding the dam. Silas Sixtoe, secretly allied with the Woodland Alliance all 
along, would bring in Alliance forces to break the dam, destroying the Marquisate’s work. 
The Marquisate would then levy a heavy debt on the clearing for materials lost and refuse 
any further investment. Without aid or resources, the winter would be bitter indeed. 


SYS 
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Conflict: A Strange Music 

In the twilight hours of the morning, a strange music haunts Sixtoe Stand. 

It hangs in the air, resting just on the edge of perceptibility and haunting 

the dreams of anyone unlucky enough to hear it. The day after the music, 
misfortune strikes the glade—a precious family heirloom is stolen, a shop is 
ransacked, a family’s food stores are ruined. Every time the music plays there is 
an escalation, and it is only a matter of time until someone gets seriously hurt. 


Most inhabitants of the Stand are highly superstitious and believe the music 
comes from angry wolf spirits—the victims of Keylan Sixtoe herself—punishing 
the Stand for their recent victory over their wolf descendants. The truth: the 
music comes from a radicalized group of rabbits—the Pickaxe Brigade—bent on 
terrorizing the foxes of the clearing and overturning the social order. 


When Keylan Sixtoe originally saved the Stand, she tipped the balance of the 
clearing in favor of the foxes, who seized power and relegated the rabbits to 
second-class citizens. Now, most of the rabbits work in the mines for the foxes 
and barely have enough to get by. 


The recent wolf attack only made the situation worse and the Pickaxe Brigade 
blames the foxes. Led by Benny Burrows, an unassuming rabbit who most deem 
forgettable, the vigilantes capitalize on the foxes’ superstitions by using the 
music to scare denizens into staying at home while they carry out their crimes. 
They believe if they can dismantle the foxes’ businesses and livelihoods it will 
give rabbits the opportunity to move into their place, restoring the clearing 
back to the “old ways’—with rabbits above the foxes. 


How it Develops ra, 


If the vagabonds never came to Sixtoe Stand, the rabbits would vandalize more fox 
shops, leaving the Stand paralyzed with fear. The Pickaxe Brigade would then poison 
the wine at Keylan Sixtoe’s birthday celebration, planning for this final act to be 
their crowning achievement before they reveal themselves to the inhabitants of the 
Stand and change things for good. But their plans to poison the most prominent 
foxes in the clearing would go awry—a few pups would instead pilfer a goblet of 
wine to try while their parents celebrate...and at least one would end up dead. As the 
entire Stand goes into mourning, Bernadette Roughpaw, the leader of the Council 

of Rabbits, would use her influence with her people to disband the Pickaxe Brigade 
before it could do any further harm. 
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Conflict: Gbe Ocbrepaws and Snouts 


There are no two greater foes than the families of Thalassa Ochrepaw and her 
Antonio. The two largest families in the clearing—the Ochrepaws and the Snouts, 
Antonio's family—are constantly at odds, even coming to blows from time to time. 


The Ochrepaws, a wealthy family of foxes, trace their lineage all the way back to 
Keylan herself. They own a large stake in the Bunnymines and an entire row of 
shops. Socially, they're most known for their outspoken disdain for rabbits, and 
younger Ochrepaws constantly stir up trouble with rabbit denizens. 


In contrast, the Snouts, a large rabbit clan, have fallen on hard times. Before 
the foxes took over the Stand, the Snout family controlled much of the 
clearing’s land. Through poor business decisions—largely as a result of fox 
underhandedness, they say—the Snouts lost their fortune and are now 
relegated to working the mines with the rest of the rabbits. 


Nearly all the Ochrepaws and Snouts hate one another save for two: Thalassa 
Ochrepaw and Antonio Snout, two poor souls desperately in love with one 
another. They met in the Storyhall during one of Old Maeve’s recountings; their 
eyes locked across the room and it was love at first sight. Despite their young age, 
the two lovers want to live with one another out in the open in peace. 


Given the circumstance, what they want is nigh impossible. Thalassa’s cousin 
Dono recently attacked Umbert Snout (Antonio's fourth cousin once removed) in 
a drunken fit. Dono was sent home in tears, but Umbert is still rallying the Snouts 
for revenge. Equally, Luca Snout, Antonio’s father and patriarch of the family, 
supports Umbert and has called a strike in the Ochrepaw mines in retaliation. 
Amara Ochrepaw, Thalassa’s mother, has yet to weigh-in on the matter, but only 
because she thinks so low of rabbits they’re simply not worth her time. If the 
rabbits don’t work, they're not paid; if they’re not paid, they don't eat. 


How it Develops rE a, 


If the vagabonds never came to Sixtoe Stand, Thalassa and Antonio would run off 
with one another, realizing their families will never get along. The jewels Thalassa 
would steal from her mother only get the lovers so far, and they would be abducted by 
dangerous anarchistic crows (perhaps agents of the Corvid Conspiracy). In order to get 
her beloved daughter back, Amara would pay a king’s ransom, including a majority 
share of her stake in the mines. The Ochrepaw fortune diminishes and Amara begins 
to advocate heavily for allying with the Marquisate in the hopes of reclaiming her 
fortune. Antonio, meanwhile, would manage to escape from the crows after Thalassa 
is freed and before the crows can dispose of their seemingly worthless hostage. He 
would flee into the Woodland to become a vagabond. Thalassa would be returned to 
her family and forbidden from ever seeing Antonio again. 
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Conflict: A Stake of Gheir Own 


Before Keylan Sixtoe saved the Stand, it was predominantly a rabbit clearing. 
Families made their homes all over in numerous burrows and shared in the 
profits of the nearby mines. As a thank you for Keylan saving the Stand, the 
rabbits gave the foxes a stake in the mine and a permanent place in the clearing. 
After Keylan was gone the foxes slowly took over the clearing. They made 
multiple deals with the rabbits that edged them out of business and eventually 
rabbits became nothing more than second-class citizens forced to work off 
unpayable debts inherited from generation to generation. 


The Council of Rabbits is a pre-Sixtoe ruling body of the clearing, now little 
more than a figurehead and salve to the rabbits’ egos. The Council comprises 
of one member of each of the larger rabbit families. The Council, under the 
guidance of leader Bernadette Roughpaw, wants to petition the clearing for 
a re-telling. Stories are an important tradition in the Stand, especially to the 
foxes, and any stories told in the grand Storyhall are taken as truth and legal 
precedent. If Bernadette can get Old Maeve to re-tell the story of the rabbits’ 
debts they'd be free of the indentured servitude once and for all. 


Unfortunately, Old Maeve refuses to get involved in any type of “politics” even 
though she alone is in charge of the clearing’s stories. In other words, the ancient 
vixen refuses any retellings that don’t have the overwhelming support of the entire 
clearing. Such a consensus seems impossible to achieve; many in the clearing 
(namely the fox residents) are more than happy with the current arrangement. 


Bernadette has a plan to rally the other non-fox residents to the rabbit's side, 
which could convince Old Maeve to perform a re-telling, but her plan is fraught 
with problems. The birds, mice, and other residents keep their noses out of 

the ancient fox-rabbit feud. Some are just as guilty of exploiting the rabbits, 

but most fear retribution from the foxes if they were to speak out. Namely, 

the young members of the Ochrepaw family led by Dono Ochrepaw regularly 
harass anyone who tries to help the rabbits out of their servitude. 


How it Develops 2», 


If the vagabonds never came to Sixtoe Stand, the rabbits would unsuccessfully 
petition other members of the clearing to help them. Their plan would hinge on 
gaining the help of Lilah Fearclaw, who could be a descendant of Sixtoe herself if not 
for the fact that she’s a crow. However, Lilah would be too focused on solving the 
clearing’s larger issues to help. After being refused a re-telling in the Storyhall, many 
rabbits would join with the more radical elements of the Pickaxe Brigade and burn 
the building down, accidentally killing Old Maeve. The foxes would imprison and 
execute the offenders, leaving the political leaders even less able to come to a decision 
about the important matters of the day. 
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Important Residents 


LILJL]J EXHAUSTION 
LILILJ INJURY 
LJLILJI WEAR 

LILJILI MORALE 


Drive: To return Sixtoe Stand 
to its former glory 
MoOveEs: 
e Launch a wild attack 
or daring rescue 
« Rally the citizenry for aid 
e Wriggle out of a situation 
on charm alone 
EQUIPMENT: 
« A pouch of coins 
e Her mother’s edged shield 


(Doe Sixtoe 


Wild, courageous, and charismatic, Moe Sixtoe 
is the most popular hero of the clearing. Each 
resident knows a story about a daring deed the 
fox performed, even if only half of them are 
true. One very real deed was saving numerous 
rabbits from the Bunnymines when a shaft 
collapsed—running into the rubble when 

no one else dared. She can win a crowd over 
with a rousing speech and a smile, much to 
the chagrin of the other Sixtoe descendants 
who try to shine in her shadow. She currently 
perceives the Marquisate as being the best 
hope for Sixtoe Stand’s revival. 


Nore: Moe carries a small, carved bunny with 
her, given to her by the miners she saved. 
Anyone who carries this token carries Moe’s 
influence; on any Reputation moves, take +1 
ongoing with those who see the token and 
would be impressed by Moe’s favor. 
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LILIL] EXHAUSTION 
LILILI INJURY 
L] WEAR 
LIL] MORALE 


Drive: To support worthy 
underdogs (like Lilah Fearclaw) 
Moves: 
¢ Demand fair treatment 
from an authority 
¢ Gripe and moan about 
real problems 
« Apply pressure while 
no one is looking 


EQUIPMENT: 

¢ A lock of fur from 
his birth parents 

«A feather token of 
affection from Lilah 

e Many daggers 


LIND EXHAUSTION 
LIL INJURY 
L] WEAR 
L]JL] MORALE 


Drive: (Vera) To see the Stand 
survive on its own / (Silas) To see 
the Woodland Alliance triumph 
over the other factions 
MoveEs: 
« (Vera) Argue against 
would-be leaders 
e (Silas) Slip away 
without warning 
e Misdirect and distract 
foes from each other 
e Make a coordinated and 
devastating attack 


EQUIPMENT: 

« Lockpicks and various 
trap equipment 

e Identical axes 

e (Silas) Token of the 
Woodland Alliance 


Everet Sixtoe 


Everet Sixtoe detests Moe, not only because 
she’s more popular than him, but because 
everything comes so easily to her. Everet had to 
work hard for everything and a tough life made 
him a pensive fox. As a young orphan he was 
adopted by the crows of the clearing and earned 
the title of Sixtoe when he rescued a nest of 
eggs from a fire. Rather than join the debate 

on the future of the clearing, he’s focused on 
getting his childhood friend Lilah Fearclaw the 
title of Sixtoe, an epithet he believes she has 
only been denied because she’s a crow. 


Vera & Silas Sixtoe 


The fox twins Vera and Silas Sixtoe earned the 
title of Sixtoe in the most recent wolf attack 
when they led residents away from the flood of 
water rushing through the clearing when the 
dam was broken. Vera is quiet and studious, 
her brother idealistic and bright, and each is 
one part of an inseparable heroic duo. Both 
foxes have claimed neutrality in the fight 

for which faction should control the Stand, 
but Vera doesn’t know her brother secretly 
supports the Woodland Alliance. Given the 
possibility, Silas would see the clearing taken 
over by the Alliance and used to support their 
effort in the Woodland. 


NoTE: The attached stats are for either Vera or 
Silas; if the two are both involved in a conflict, 
track their harm separately. 
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LILJL] EXHAUSTION 
LILI INJURY 
LIL] WEAR 

LILJL] MORALE 


Drive: To see the Eyrie 
Dynasties gain influence over 
the Stand 


MOvVEs: 
¢ Take wing to a 
better position 
e Intuit the truth with 
frightening accuracy 
¢ Shoot an arrow 
with precision 
EQUIPMENT: 
¢ Bow and arrows fletched 
with her own feathers 
- A flagon of sweet mead 


(] EXHAUSTION 

C] INJURY 

CL] WEAR 
OOOO] MORALE 


Drive: To maintain the 

integrity of the clearing’s story 

MovEs: 

¢ Tell a story that 
calms tempers 

¢ Recall an anecdote that 
provides wisdom 

¢ Cow the young with 
scolding and drama 

EQUIPMENT: 

e A massive necklace with 
one bead woven for 
every story she knows 


Lilab Fearclaw 


When a fire swept across the clearing a few 
years ago, Lilah worked tirelessly to fly all 
stranded denizens to safety. This act alone 
should’ve made her a descendant of Sixtoe, but 
there’s a problem—Lilah is a crow. Since the 
fire she’s performed more heroic deeds, even 
helping Moe fight off the wolves, but her deeds 
still go ignored. Lilah would worry more about 
that, but there are larger things at stake. She 
wants the Eyrie Dynasties to aid the clearing 
before Moe convinces everyone the Marquisate 
is the best potential ally. Lilah always worries 
more about the larger problems of the clearing 
and fair representation for the feathered 
denizens, rather than her own personal dreams. 


Note: Lilah has the unspoken support of all 
the feathered denizens of the Stand. If she gets 
into a physical altercation, any birds in the area 
are likely to come to her aid as a group of 5-10 
untrained denizens that inflicts 2-injury with 3 
boxes for each harm track. 


Old Maeve 


If there’s a story in the clearing Maeve knows 
it. She’s been the clearing’s storyteller for 
longer than most denizens can remember and 
the rattling timbre of her voice is synonymous 
with the weaving of history. Despite being a 
fox, Maeve remains neutral in the interspecies 
politics of the clearing and she’s loved for it. If 
Maeve ever decides to take part in the conflict, 
her support could change the course of the 
entire clearing. 
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LILIL] EXHAUSTION 

LILILI inNJURY 

LILILJ WEAR 
KIOUIL MORALE 


HARM INELICTED: 2-injury 


Drive: Regain equal rights in 
the clearing for rabbits 


MOovVEs: 
¢ Overwhelm a foe with 
sheer numbers 
e Hide in hidden burrows 
¢ Feign helplessness 
to escape blame 
EQUIPMENT: 
¢ Hard hats 
e Pickaxes 


LIL] EXHAUSTION 
LILI INJURY 
L] WEAR 
LILIL] MORALE 


Drive: Settle down and start a 
family with Thalassa 


Moves: 
« Fast talk a way out of trouble 
e Make a bounding leap to 
appear behind an enemy 
¢ Taunt someone into 
making a foolish mistake 
EQUIPMENT: 
¢ A book of poetry 
« A dashing feathered cap 


Ghe Snouts 


The Snouts are the largest rabbit family in 

the clearing, led by the patriarch Luca Snout. 
Luca’s eldest son Antonio helps his father 
oversee a large part of the mines and tries to 
keep his more rambunctious cousins out of 
trouble. A few younger Snouts have gone so 
far as to join the radical rabbit group known 
as the Pickaxe Brigade, but have yet to commit 
their first crime and to truly be accepted into 
the group. 


Note: The attached stats represent a group 
of about 10 Snouts. Create individual generic 
Snouts as needed using the NPC creation rules 
on page 212 of the Root: Ghe RPG core book. 


Antonio Snout 


Antonio is a handsome young rabbit who 
could talk anyone out of the shirt on their 
back, anyone except for his beloved Thalassa. 
When Antonio met Thalassa at the Storyhall it 
was love at first sight, but the levelheaded fox 
spurned Antonio for weeks before she finally 
admitted how she felt about him. Now, all of 
Antonio’s focus is on getting the life he always 
dreamed about with Thalassa, even if that 
means bringing peace to the entire clearing to 
do so...or better yet running away and starting 
a fantastic new life somewhere else. 
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L] EXHAUSTION 
L] INJURY 
L] WEAR 

LILILI MORALE 


Drive: To find another Snout 
to lead the family and retire 


Moves: 
e Shame someone into 
doing the right thing 
e Mention a shared 
acquaintance to 
soothe tempers 
e Step back and let someone 
else do the fighting 


EQUIPMENT: 
¢ Wooden pipe and 
fragrant tobacco 
¢ Pearl-plaited beard comb 


CIOIO EXHAUSTION 
CIOIO inJURY 
CL] WEAR 
CIC] MORALE 


Drive: To punish those who 
have injured his family’s honor 


MoOvVEs: 

¢ Perform a feat of 
impressive strength 

e Intimidate someone 
with size or force 

¢ Carve a trifle to brighten 
someone’s day 


EQUIPMENT: 
¢ Set of woodcarving tools 


Luca Snout 


Luca Snout is an elderly rabbit; he’s been in 
charge of the Snout family for far too long and 
desperately wants to retire. His old age has 
tempered the fighting spirit he had in youth, 
but Luca’s resolve won't allow him to simply 
give up. Instead, he’s become doubly invested 
in his family, all the while keeping an eye out 
for the next rabbit to replace him. He’d hoped 
his successor would be his son Antonio, but the 
young rabbit has been incredibly distracted as 
of late. Since his nephew Umbert’s brawl with 
Dono Ochrepaw, Luca’s been forced to start 
planning an attack on the Ochrepaws’ mine. 
He'd prefer to be relaxing in his home with a 
good book, but a slight to his family can’t be 
ignored and the Snouts must reply in kind. 


Umbert Snout 


Living in any other clearing Umbert would’ve 
grown up to bea gentle giant with a love of 
painting and crafts. However, Umbert lives in 
the Stand and as a rabbit he’s been forced to 
work in the mines since he was young. Year 
after year Umbert quietly suffered indignities 
at the hands of the foxes and when Dono 
Ochrepaw drunkenly picked a fight with 
him—it was the last straw. One of the largest 
rabbits, Umbert throttled Dono and sent him 
home crying to his aunt. Dissatisfied with 
only giving one fox a beat down, he’s rallying 
the other Snouts for an all-out attack on the 
Ochrepaws. They'll catch the young members 
of the Ochrepaws outside the Beehive, their 
favorite pub, and teach them never to mess 
with another Snout again. 
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LILI EXHAUSTION 
OOD injury 
NOOO wear 
OOO MORALE 


HARM INFLICTED: 2-injury 


Drive: Maintain their 
considerable wealth while 
keeping others poor 


MoOVEs: 

¢ Throw money at a situation 
to make it go away 

« Lie flagrantly 

¢ Enrage an opponent 
with witty quips 

EQUIPMENT: 

«A heavy bag of money 


e Monogrammed handkerchief 


« Family seal 


LIL] EXHAUSTION 

CLIO INJURY 

LIL] WEAR 
CIOOIOI MORALE 


Drive: To get her happily ever 
after with Antonio 


MovEs: 

¢ Tell an anecdotal story 
to sway minds 

 Out-fox someone with 
historical knowledge 

¢ Soothe tempers with 
a beautiful song 


EQUIPMENT: 
«A fine lute to sing tales with 
e A carved rabbit given 
to her by Antonio as a 
token of his affection 
« A bag of coins 


Ghe Ochrepaws 


The Ochrepaws are a large fox family with 
considerable wealth and influence. Led by 
their matriarch Amara Ochrepaw, they're 
convinced foxes are born to lead the clearing 
and every other denizen is there to serve 
them—especially rabbits who are mostly 
beasts of burden. 


Note: The attached stats represent a group 
of roughly five Ochrepaws. Create individual 
generic Ochrepaws as needed using the NPC 
creation rules on page 212 of the Root: Ghe 


RPG core book. 


Ghalassa Ochrepaw 


Thalassa, a bright young vixen, has dedicated 
her life to learning the stories of the Stand. 
Many believe Thalassa could even take the 
place of Old Maeve when she passes and 
become the new storyteller for the clearing. 
Her inquisitive mind led her to learn the 
stories of the Stand’s rabbit inhabitants, to 
understand their plight, and to eventually fall 
in love with Antonio Snout. Thalassa never 
expected to love someone so deeply, but she'd 
never get in the way of a new and beautiful 
story. 
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LILJ EXHAUSTION 
L] INJURY 
CILILILI wear 
OHIOIOLIL MORALE 


Drive: To ensure her family’s 
legacy for years to come 


Moves: 
¢ Berate someone 
into submission 
e End a conversation with 
a withering gaze 
« Cite ownership over 
something to gain 
the upper hand 
EQUIPMENT: 
e Fine jewelry and clothing 
¢ An ample bag of coin 


CL] EXHAUSTION 
CIO INJURY 
CIOL WEAR 
CL] MORALE 


Drive: To get by with as little 
effort as possible 


Moves: 
¢ Strike a low blow to cripple 
someone and escape 
¢ Throw money at something 
to make it go away 
e Incessantly whine 
until others give in 
EQUIPMENT: 
e Flagon of honey-wine 
« Fancy silver rapier 


Amara Ochbrepaw 


Amara Ochrepaw is one of the most affluent 
foxes in the Stand. Her name carries weight 
and she holds her nose so high, many remark it 
must be able to smell the clouds. With a single 
withering word Amara can send any young 

fox into a crying fit, a finely-honed skill she 
happily applies to all those she deems idiots. 
Despite what everyone assumes, Amara doesn’t 
especially hate rabbits; she hates everyone 
equally. The entire fate of her family rests 

on her shoulders and she will do anything to 
ensure her only daughter and the children of 
her siblings thrive. The only way to appeal to 
Amara is through her loyalty to her family and 
even that is an uphill struggle as she has firm 
views on what is best for just about everyone. 


Dono Ochbrepaw 


Dono is a bigoted layabout who hates rabbits 
and spends most of his time drinking honey- 
wine and plundering his family’s resources. 

In the few moments he’s clear enough to do 
something, he’s picking fights with rabbits 
and his favorite target is the Snouts, mostly 
because his cousin Thalassa has taken such 
an interest in them. Dono’s secret, however, 

is that he knows about Thalassa and Antonio; 
he spied them holding hands one night as he 
stumbled home in a drunken stupor. The only 
redeeming quality about Dono is that he loves 
his cousin and has kept this knowledge even 
from her. 
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QOOODOOOU exuausTion 

QOOIOIOIOO injury 
OOOO wear 
QOOUOUU MORALE 


HARM DEALT: 6-injury 


Drive: To get revenge upon the 
Stand 
Moves: 
« Emerge from shadows 
to strike and retreat 
¢ Pin an enemy down 
for the pack 
e Emit a terrifying howl 
EQUIPMENT: 


¢ Carved wooden axes 
« Poorly repaired armor 


KOOL EXHAUSTION 

NOOO injury 
CILILJ wear 

KOOL MORALE 


HARM DEALT: 3-injury 


Drive: Liberate rabbit denizens 
by whatever means necessary 
MoVEs: 
e Take someone 
important hostage 
e Plant explosives at key points 
¢ Rig a trap for a quick escape 
EQUIPMENT: 
« Pickaxes 
e Repurposed explosives 
used for mining work 


Scar Pack 


After the battle with Sixtoe’s descendants 

and the flood, the wolves fled. Some died in 

the fight, many were injured and needed to 
recuperate, but some remained around the 
Stand. This wolf pack lurks in the shadows of 
the forest watching the clearing struggle in its 
building efforts before the winter. The wolves 
lick their wounds and wait...soon there will be a 
moment to strike and while they might not take 
down the entire clearing, they'll take vicious 
revenge. They are led by a wolf named Werren, 
survivor of the last battle against the Stand. 


Note: The attached stats represent the entire 
pack of about twenty wolves. Create individual 
wolves as needed using the NPC creation rules 
on page 212 of the Root: Ghe RPG core book. 


Ghe Pickaxe Brigade 


Comprised of mistreated rabbits who've had 
enough of the terrible treatment they've faced 
from the foxes, the members of the Pickaxe 
Brigade are starting to believe the only way to 
get the foxes to stop is to use violent means— 
the foxes just won't listen otherwise. The de 
facto leader of the Brigade is Benny Burrows. 
Benny works in the mines and always kept his 
head down until his sister Rachel died during 
a cave-in. Rachel’s death broke something in 
Benny and now he organizes separate cells of 
rabbits to rain terror down on the foxes who 
took his sister away. 


Note: The attached stats represent the 
entire group of rebels—roughly 15 denizens. 
They have very little in the way of armor or 
weapons, leaving them with greatly reduced 
wear as a group. Create individual rebels as 
needed using the NPC creation rules on page 


212 of the Root: Ghe RPG core book. 
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Important Locations 
Gbe Scoryball 


Deep in the ground at the center of the clearing, held together by a tapestry 
of gnarled roots, is the heart of Sixtoe Stand—the Storyhall. Within the hall 
denizens gather to hear stories of epic past deeds and learn the history of the 
Stand. On rare occasions, a re-telling happens and history changes, legally and 
in the minds of every denizen of the Stand. Old Maeve is the caretaker of the 
Storyhall. Everything important happens here: stories, debate, and in times 

of trouble, denizens hide here while Keylan’s descendants deal with whatever 
threat comes to the clearing. 


Ghe Sixtoe Shrine 


Rushing waterfalls wreathe a statue of a shield rising on the beach of a small 
pool at the base of the mountain. Keylan Sixtoe is buried underneath the shield 
and denizens of the clearing regularly make pilgrimages to pay homage to 

the spiritual protector of their homes. The shrine is also used for important 
ceremonies such as weddings and the naming of a new descendant. When not 
being used for a ceremony, it is a quiet place of calm contemplation and serenity. 


Gbe Bunnymines 


Unlike the rest of the Stand, the Bunnymines are a vibrant bustling place. 
Large expansive tunnels dig deep into a looming mountain and the sound of 
rabbit pickaxes mining for ore echoes throughout the day. A vast tent village 
surrounds the mines, housing large rabbit families too poor to afford land to 
burrow in. Instead, they’re forced to live above ground until they can work off 
their debt to the foxes and start earning money for themselves. 


Wolfhead Market 


A bleached-white wolf's skull decorates the entrance of Wolfhead Market, taken 
by Keylan Sixtoe when she defeated the first army of wolves so many years ago. 
For people in the Stand the head is a common sight and they are quite oblivious 
to its gruesome nature. The merchants on the other hand, used to trading with 
outsiders, tend to throw a tarp over the skull when important guests are in town 
(seeing death is often terrible for business). All manner of denizens head to the 
market to trade goods, but more importantly to gossip. Rumors pass between 
parents at the traders’ morning show, and whispers abound at the open-air bar at 
the center of the market where all manner of secrets can be learned. 
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* e 
Introducing the Clearin 
As soon as the vagabonds enter the Stand, they encounter signs of the 
disparity between the foxes and the rabbits—if nothing else, their clothing 


provides a lot of information. The tensions are obvious, based on furtive 
glances and signs of conflict. 


If the vagabonds head into Sixtoe Stand to rest and trade for equipment, 

they find the offerings at Wolfhead Market thinner than they expected. If the 
vagabonds inquire about the lack of wares, the merchants tell them about the 
most recent wolf attack. While exploring the market, they’re approached by 
Moe Sixtoe—she notices they're from out of town and welcomes them to the 
clearing. If there’s a crowd around, she capitalizes on the opportunity to tell a 
tale of her own heroics during the battle with the wolves and voice her wish for 
the Marquisate to come in and aid the Stand. She also invites the vagabonds to 
the Storyhall to hear Old Maeve speak in the evening. She hopes to sway them 
as outside voices to lend weight to the Marquisate’s ability to help. 


At the Storyhall Old Maeve tells a story of Keylan Sixtoe—you might explain 
who the fox was to your players and use leading questions to have each of them 
craft a part of the story for you! Afterward, each descendant asks the gathering 
for their support to rebuild the clearing. Old Maeve remains silent and fails to 
offer her opinion—no solution is reached. Before the night ends the vagabonds 
have a chance to meet the other descendants (including Lilah) and some may 
even ask the vagabonds for their assistance. 


From here it’s up to your players what they take interest in and who they decide 
to help. For most of the descendants, getting involved with the other issues in 
the clearing could tip the balance of power their way: 


* Moe is a favorite hero of the rabbits; if she went further and aided them in 
getting their story re-told by Maeve with the assistance of the vagabonds, 
they'd support her call for the Marquisate’s help. 

* Getting Lilah named a descendant of Sixtoe earns the crows’ respect in the 
clearing and shifts the balance of power towards Everet who then gains the 
confidence to call on the Eyrie for help. 

* Vera is willing to work with anyone who thinks they have an idea on how to 
make the clearing self-sufficient and mend what is broken. If the vagabonds 
help his sister, Silas tries to gauge if they'd be open to the Woodland Alliance 
coming in to help. 
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While the vagabonds are busy helping whichever descendant interests them, 
life in the clearing continues and things escalate between the rabbits and the 
foxes. Here are a few ideas of what could happen: 


+ The Pickaxe Brigade burns down a fox store, leaving dirty and worn pickaxes 
at the scene of the crime. 

* The Ochrepaws and Snouts get into a small gang-war outside the 
Bunnymines. 

+ Rabbits campaign in the market for equal rights and are intimidated by a 
group of foxes. 

+ The celebration of Keylan’s birthday draws near, and Brigade agents must kill 
a guard to poison the celebration’s wine—the murder draws suspicion onto 
the vagabonds. 

* Thalassa and Benny beg the vagabonds for help in escaping from the 
clearing. 

* Dono Ochrepaw drunkenly disrupts a rabbit gathering organized by 
Bernadette Roughpaw. 


The vagabonds should get the sense that while the denizens in general are 
trying to ensure the clearing makes it through the winter, the systemic social 
issues keep getting in their way. All these conflicts are not mutually exclusive 
from one another and if the denizens could learn to work with one another, 
the larger issues would likely solve themselves. 


Use the Storyhall as the site of ultimate resolution if the vagabonds side with 
a descendant and help sway the clearing towards their plan...or as the site of 
ultimate conflict, if no resolution is reached and tensions erupt. 
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Limmery Post 
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Biecricn 


Limmery Post is built in the shadow of a crumbling military outpost on the 
furthest edge of the Woodland. An ancient empire built a fort here to stop 
travelers and repel invaders; when that empire fell, the local rabbits were left to 
fend for themselves. Over generations the denizens have become fiercely self- 
reliant and spiteful towards the rest of the Woodland for abandoning them. Yet 
their cherished independence has been disrupted by a detachment of Marquisate 
troops, soldiers unafraid of retaliation from the absent Eyrie Dynasties. 


The Marquisate occupation infuriates the denizens here. Although they 
outnumber the Marquisate forces, they are poorly armed and—aside from a few 
loud voices—don't see a way that violence could remove the Marquisate from the 
clearing. Nevertheless, the Rowdies, as the Marquisate garrison is known, have 
set traps throughout the keep to ensure that any attack faces stiff opposition. 


To complicate matters further, a sizable Woodland Alliance force has recently 
arrived to convert the clearing and ancient keep into a rebel base. The Marquisate 
may refuse to spend precious resources rebuilding the fort, but the Alliance is eager 
to repair a defensible stronghold, even if it means laying siege to the clearing. 


Since the denizens can't fight either side, they are either forced to side with the 
lesser of two evils—surrendering their once proud and independent home—or 
accept that they have no say in the future of Limmery Post. The Marquisate 
forces have been vicious, but isn’t the Alliance just another occupying army? 


Ac First Sight 


A forested mountain valley marks a forgotten edge of the Woodland. A few farms 
sit in the foothills nearby; an imposing stone keep flies a weathered Marquisate 
flag above the clearing. Smoke trails from the camp’s fires and the green banners 
of the Woodland Alliance snap in the wind at the nearby rebel encampment. 


The houses and burrows within the Post are reinforced for the winters. Beneath 
several earthen mounds lie passages underground to a series of old warrens below 

the settlement, providing desperate shelter in harsher times. The denizens (mostly 
rabbits) going about their business give hard stares to outsiders but otherwise keep 
their heads down, while a few tense Marquisate soldiers patrol the Post’s streets. 
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Conflicts 
Limmery Post is beset by many troubles, but the vagabonds are most likely to 


encounter the following conflicts. One of them—The Stalemate Siege—is the 
core issue for the clearing, while the others are conflicts likely to appear. 


Core Conflict: Ghe Stalemate Siege 


Ever since the Alliance camp sprang up at the edge of the clearing, Limmery 
Post has been on edge. The Woodland Alliance prefers to strike from the 
shadows, but the encampment in the meadow is different...and that makes 
everyone nervous. Just as nerve-wracking is the standstill—the denizens know 
they must make a difficult decision about their own fate. 


Captain Conall, the Alliance leader, is preparing to deliver an ultimatum to 
the garrison: surrender or perish. He knows that his troops aren’t equal to the 
Marquisate garrison, but the Alliance has superior numbers and morale. Still, 
Conall recognizes an outright assault would be costly without the aid of the 
denizens. Hazel, his second-in-command, grew up in the Post; she believes she 
can persuade the denizens to join the Alliance. Conall has agreed to let her try 
but if she can’t get results soon, he'll march on the keep. 


Meanwhile, Lieutenant Royce is also trying to sway the denizens—he has tasked his 
soldiers with protecting the Post’s walls and aiding with labor. He is also negotiating 
with Elder Yarrow, one of the Post’s most respected civilian leaders, to get support 
in bringing supplies and machinery to reinvigorate the clearing’s industries. Royce 
believes the Woodland stagnated under Eyrie rule and wants to help the Post grow 
beyond its limitations and gain some stability under the Marquisate. 


The denizens are between a rock and a hard place. If they side with the Marquisate, 
they can hold the clearing and, in time, gain outside aid and industrial growth. If 
they join the Alliance, they can easily overpower the garrison...but they'd be living 
next to an active insurgent base. The threat of an impending invasion means they 
must choose a side soon if they hope to influence the outcome. 


How Jt Developsar. a 


If the vagabonds never came to the Post, Hazel wouldn't be able to convince the 
denizens to fight. Conall would launch the siege without real support. It'd be bloody— 
xenophobic rebels, inexperienced Alliance soldiers, and desperate Rowdies would fight 
from the keep into the streets. The Alliance's crude siege weapons and Rowdies’ traps 
would cause massive damage to the Post before the Rowdies are finally routed. The 
Marquisate would abandon the Post as the Alliance conscripts the denizens to rebuild. 


Limmery Post would become a hub of military activity for the Alliance. Conall would 
commend Hazel for her service but she would abandon the Alliance in disgust. 
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Conflict: Briar’s Uprising 

Elder Yarrow’s decision to allow Marquisate troops to enter the Post was highly 
criticized by many denizens. In a raucous town hall meeting, Yarrow reminded 
the clearing that without weapons or training, open resistance would only end 
in pointless slaughter. Yarrow knows if the Marquisate truly wanted to hold the 
Post, they would have sent more troops—in time, the garrison will be called 
elsewhere. The elder’s words convinced most denizens to take their lumps, wait 
out the occupation, and begrudgingly enjoy the extra help and protection. But 
not everyone is content to bite their tongues, least of all Briar Ash. 


Briar represents the most xenophobic and isolationist denizens. She wants no 

part in the Woodland’s war, set in the belief that the Post can only trust its own 
and survive without outside interference. Over the years, Yarrow has loosened the 
clearing’s tight borders to allow more trade and travelers to pass through. Briar 
claims Yarrow has grown soft and weak, and that foreign influence will undermine 
and destroy the Post's heritage. Briar—and the sizable group of denizens loyal 

to her—argues the Woodland had long abandoned the Post and the only way to 
protect the denizens from predation is to cut themselves off the map. 


Briar knows she has to take control from Yarrow to manifest her vision. Yarrow 
is aware she dislikes their decisions but doesn’t suspect rebellion. Briar knows 
she can overpower Yarrow and any supporters but her followers lack proper 
weapons to fight proper soldiers without significant losses. Reluctant to accept 
help, she may have to side with the Alliance to overthrow the invaders. 


How It Develops», 


If the vagabonds never came to the Post, Briar would capitalize on Hazel’s desperate 
pleas for help saving the Post and volunteer her rebels in exchange for armaments. 
Once armed, Briar would march on Yarrow’s home and easily depose them, seizing 
control of the clearing. Before anyone can react, Briar would order an ambush on 
all invaders—including the Alliance—hoping to strike a decisive blow before anyone 
knows she’s coming. Outnumbered and untrained, Briar’s forces would do little 
beyond killing several important Marquisate and Alliance officers and raising the 
tensions in the clearing. Conall, disappointed by a potential ally’s betrayal, would 
put her and the remaining rebels to the sword, setting a grim example and pushing 
the clearing toward the Marquisate. 
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Conflict: Ghe Loose Cannons 


The Marquisate’s Lieutenant Royce is used to receiving a cold welcome from a 
clearing’s denizens, but Limmery Post is the first time he’s seen true hatred. He 
feels the anger smoldering in many of the denizen’s eyes. Royce established a 
new order for the clearing and has been trying to work with Elder Yarrow. Now, 
some wild cards in his ranks have made it complicated. A band of soldiers calling 
themselves the Night Watch have taken Royce’s orders into their own hands. If 
the denizens won't fall in line, the Night Watch will force them into submission. 


These vigilantes cover their faces and figures with masks and dark cloaks, 
patrolling the Post after sundown. When the Night Watch finds a citizen out 
after curfew, sees anyone “breaking the rules,” or overhears anti-Marquisate 
discussion, they intimidate or rough up the offenders. As tensions over the 
Alliance’s arrival have grown, they now also seek out denizens they believe to be 
dissidents. They may invade a suspect’s home, leave threatening messages for 
them, or even kidnap them for interrogation. 


The denizens refuse to believe Royce’s claim that the Night Watch are 
vigilantes, harboring fear and resentment toward all of Royce’s soldiers, though 
no denizen has acted against them directly. Briar points to them as a reason 

to remove Marquisate rule. Royce refuses to let their actions stand; he'll do 
anything to reveal these soldiers’ identities and make them fall in line. But none 
of the Marquisate soldiers is interested in betraying their peers—even those 

not working with the Night Watch won't reveal whatever information they 
have. The Marquisate soldiers feel alone and isolated in the Post, and they’re 
unwilling to betray those they see as their only friends. 


How Jt Develops» 


If the vagabonds never came to the Post, the Night Watch would eventually take 
their pursuit of vigilante justice too far. After mistaking secret preparations for a 
harvest festival as planning an attack, they would kill several innocents during 
araid. Furious at his lack of control, Royce would come down hard on the entire 
regiment to uncover the Night Watch's identities, causing the Rowdies to side with 
the Night Watch, even if not all of them agree with the Watch’s actions. They would 
stage a coup, depose Royce, and put their ringleader—Sergeant Gustav—in control 
as the Rowdies become even harsher to the clearing’s denizens. 
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Coyne's Employer 
You should feel free to put Coyne in the service of any faction you think is the 


most interesting. Perhaps the Eyrie want to deny the Marquisate and the Alliance 
a strategic asset. Maybe the Corvid Conspiracy wants to distract everyone with 


arson so they can make a move elsewhere. Maybe the Post is in the way of a trade 
route for the Grand Duchy’s expansion plan or an affront to the Lizard Cult. 


It doesn’t matter to Coyne who’s paying him, as long as he’s getting paid. He’s an 
entrepreneur who cares about good money, not chasing after a political ideal. 
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Confict: Gbe Gunpowder Plot 


The Post sees few visitors, but the possum vagabond Jasper Coyne makes 
regular stops here, claiming to enjoy the local culture. In truth, Coyne is here 
for business, not pleasure: an outside faction has hired him to destroy the keep. 


For a saboteur like Coyne, the conflict is a perfect smokescreen for his actions. With 
the denizens and the garrison busy worrying about the Alliance invasion, Coyne’s 
orders are to destroy the keep, although he doesn’t care about the reasons (see 
sidebar). However, the denizens’ xenophobia is still a sticking point; Coyne can't pull 
this job off without help. Luckily, he's found an ally: Chauncy Wickham, a smuggler. 


Chauncy is an anxious denizen who thinks the keep is the real problem. In his 
eyes, if the keep is destroyed, both the Alliance and the Marquisate will abandon 
the Post. As a merchant-turned-smuggler, Chauncy can move around the clearing 
with ease and secure the explosives Coyne needs to destroy the keep for good. 


If security gets too tight, Coyne’s heard that the Warrens used to run beneath 
the keep and imagines he could cause the aging structure to collapse from 
below. He’s also heard that a giant, ghostly snake lives in those tunnels but 
Coyne fears no ghost. If anything, he worries Chauncy might give up the ploy 
with his anxious behavior and desire to rush things quickly. 


How It Develops» r-> 


If the vagabonds never came to the Post, Chauncy’s erratic behavior would earn hima 
visit from the garrison. After a rough interrogation, they would seize both him and his 
explosives. Feeling the heat, Coyne would give up on the plan to sneak into the keep. 
Instead, he would sneak through the Warrens and foolishly blast through a caved-in 
tunnel, causing destruction aboveground...and dying as the tunnel collapsed around him. 
The ensuing chaos would increase tensions—the Rowdies would punish anyone they 
suspect was involved. The damage makes the Alliance’s reconstruction effort twice as 
difficult, but the Marquisate’s overreaction would push the clearing toward the Alliance. 
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Important Residents 


LILILI EXHAUSTION 
LILIU inyuRY 
LIL] WEAR 
LINILILI MORALE 
Drive: To claim Limmery Post 
as an Alliance stronghold 
MOVEs: 
e Deliver an inspiring speech 
e Order a direct assault 
e Wear down a foe with 
cautious combat 
EQUIPMENT: 
e Tactical maps and encoded 
correspondences 


¢ Stolen Eyrie weapons 
and armor 
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Captain Conall 


Conall is a charismatic, battle-hardened wolf 
who's seen firsthand how the wealthy and 
powerful profit at the expense of working 
denizens. As an Eyrie officer, Conall was 
ordered to quell a laborers’ revolt in a Baron’s 
holdings. He defected, led the rebels against 
his own troops, and signed up with the 
Woodland Alliance. Behind his rugged good 
looks and inspiring words is a sharp tactical 
mind, driven by the pragmatic belief that 

the ends justify the means. Conall will do 
whatever it takes to liberate the Woodland. If a 
few obstinate denizens die in the crossfire, he 
sees it as an unfortunate cost of war. 
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LILILJ EXHAUSTION 
LILI INJURY 
LIL] WEAR 

LILIL] MORALE 


Drive: To protect her old home 
and fellow denizens 
MovEs: 
e Prioritize a denizen’s 
needs over the Alliance 
e Intercede to enda 
violent conflict 
e Reveal knowledge of an 
opponent's secrets 


EQUIPMENT: 

e Stashed leather armor 
and shortbow 

«A dagger, hidden 
and kept close 


OOO) EXHAUSTION 
CIOIU 1nNJURY 
OOOO wear 
NOOO MoRALE 


HARM INFLICTED: 2-injury 


Drive: To impress Captain 

Conall 

MoOVEs: 

¢ Overwhelm a target with 
superior numbers 

¢ Cause unintended harm 
with overzealous violence 

e Endanger themselves or 
others with rash action 


EQUIPMENT: 

e Salvaged light armor 
and weaponry 

« Ragtag Alliance uniforms 
(a green hood, tabard, 
cloak, or tunic) 


Lieutenant Nazel 


Hazel is a rabbit who grew up in Limmery Post. 
After years of quietly rejecting the clearing’s 
xenophobia, she left to travel. Her family was 
dismayed but assumed she’d return after she 
realized the harshness of the outside world. 
Instead, she found a calling with the Alliance. 
When Hazel learned Conall was raising an 
army to besiege her home, she immediately 
volunteered. Conall made her second-in- 
command based on her background but she’s 
uncomfortable with his military rigidity. Hazel 
is a capable spy, pretending to have finally 
come home, and she’s been welcomed back 
trepidatiously. Her mission is to convince 

the angriest denizens to join the Alliance and 
ensure innocent denizens aren’t harmed. 


Gbe Alliance Army 


Captain Conall leads an imposing force of 
nearly 100 soldiers, eager to prove themselves. 
These troops are mostly fresh-faced recruits 
and idealistic volunteers. All of them believe 
deeply in the Alliance's mission of Woodland 
liberation but have seen little action and 

are poorly armed compared to the Rowdies. 
Despite Conall’s best efforts, they simply can’t 
reach his standards of discipline in the time 
they have. They follow him without question, 
but they often create problems in their 
overeagerness or by accident. 


Note: The average Alliance patrol squad is 
around five soldiers and uses the attached 
stats. Create individual soldiers using the 
NPC creation rules on page 212 of the Root: 
Ghe RPG core book; they're mostly average 
denizens but with 2 boxes of wear for poorly 
fitting armor and at least 2-3 boxes of morale. 
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LIL] EXHAUSTION 
L] INJURY 
L] WEAR 
LILJL] MORALE 


Drive: To prevent the deaths of 

denizens 

MoOvVEs: 

e Persuade someone with an 
appeal to the greater good 

e Heal wounds with 
alchemical salves 

e Make declarations that 
affect the entire clearing 


EQUIPMENT: 

¢ A gnarled walking staff 

¢ A lovingly tended 
herb garden 

¢ Healing poultices, salves, 
and alchemical concoctions 


LIL] EXHAUSTION 


LIL] INJURY 
CL] WEAR 


LILIL] MORALE 


Drive: To seize control of 
Limmery Post 
MovEs: 
¢ Call forth a mob of denizens 
e Ambush from, or escape 
into, the Warrens 
¢ Offer satisfying lies 
to a potential ally 
EQUIPMENT: 
«A hefty logging axe 
e A hidden stash of makeshift 
weapons and torches 


Elder Yarrow 


Yarrow is an alchemist and de-facto leader 

of Limmery Post. As the eldest, wisest, and 
most levelheaded rabbit in the clearing, they 
provide guidance to the Post. Their position is 
traditional: they'll lead until they grow too old, 
at which point they'll abdicate to a younger 
leader. Yarrow has softened on their bitterness 
towards the Woodland over time—they fear 
the Post will collapse without change. With an 
army at the gates, their primary goal is to avoid 
loss of life. They've been working with Royce 
in exchange for aid to the clearing but the 
Night Watch are a thorn in both their sides. 


Briar Ash 

Briar is a hot-blooded mouse who, like many 
local denizens, resents the greater Woodland 
for abandoning Limmery Post to fend for 
itself. When Yarrow allowed the Marquisate 
into the Post, she decided the elder had 

sold the clearing out. Briar wants to secure 
the clearing’s independence through open 
revolt, but she can’t do it alone. She’s secretly 
assembling a mob of denizens to overthrow 
Yarrow. Briar is willing to make a deal with 
the devil and ally with whichever faction is 
easiest to manipulate. Once the siege ends, she 
intends to take the Post’s future independence 
into her own hands. 


Note: Briar can assemble a mob of denizens to 
carry out acts of sabotage, espionage, or violence. 
Use the rules for groups of average denizens 
from page 214 of the Root: Ghe RPG core 
book; they are only armed with tools, so they 
inflict 1-injury modified by their group size. 
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LIL] EXHAUSTION 
LILI INJURY 
LILILJ WEAR 
LILJIL] MORALE 


Drive: To earn the denizens’ 
trust 


Moves: 
« Propose a desperate alliance 
e Lose patience with 
difficult behavior 
e Wear a target down with deft 
parries and nimble swordplay 
EQUIPMENT: 
e Marquisate officer's 
insignia and armor 
e A mousefolk dueling sword 


LILILILI EXHAUSTION 
LILILIU injury 
CLILIL] WEAR 
LILJL] MORALE 


HARM INFLICTED: 4-injury 


Drive: To hold the keep for the 
Marquisate 
Moves: 
e Apprehend a potential threat 
¢ Spring an ambush 
or set a trap 
e Fall back to the keep 
EQUIPMENT: 
¢ Marquisate armor 
and weaponry 
¢ Complex mechanical 
traps and gear 


Lieutenant Royce 


Royce is the leader of the Marquisate 

Rowdies in the Post, a raccoon who believes 
the Woodland can be united again under a 
Marquisate banner. He believes the Marquisate 
will let clearings rule themselves and provide 
aid in exchange for tithes paid. Royce once 
enjoyed a position of respect teaching 
swordplay in his home clearing. That respect 
crumbled after he joined the Marquisate; he 
has yet to recover from the pain of being called 
a traitor by the denizens. Royce is no stranger 
to leadership but is struggling to handle the 
Rowdies. He quietly believes his troops are 

the only roadblock in his mission to win the 
denizens’ trust and loyalty. 


i e 
Royce's Rowdies 
The Marquisate garrison consists of about 
30 soldiers trained as auxiliary troops for a 
larger company. They're led by Lieutenant 
Royce, who truly believes the Marquisate has 
a vision for reinvigorating the Woodland. 
The detachment comes from a company of 
Marquisate Rangers, used to trailblazing, 
reconnaissance, and harrying enemies. 
Command has quietly pushed the more 
difficult soldiers into this division and 
the squad members have taken to calling 
themselves the “Rowdies” rather than Rangers. 
Royce tries to work with this camaraderie but 
it can take a lot of effort to keep them in line. 


Note: The average Rowdie patrol is around 
5-10 soldiers and uses the attached stats. 
Create individual Rowdies using the NPC 
creation rules on page 212 of the Root: Ghe 


RPG core book. 
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HARM INFLICTED: 2-injury 
(dagger) or I-injury and 
t-exhaustion (club) 


Drive: To enforce their will and 
supremacy in the clearing 
Moves: 
¢ Demand submission through 
threats and intimidation 
¢ Strike from the 
shadows as a gang 
¢ Kidnap a suspicious denizen 


EQUIPMENT: 
e Face-obscuring masks 
and dark cloaks 
e Clubs and daggers 


LILJIL] EXHAUSTION 
LILILI INJURY 

LIL] WEAR 

LIL] MORALE 


Drive: To feel powerful at the 

expense of others 

Moves: 

¢ Bully someone into 
compliance 

¢ Inflict sudden, brutal 
violence on an opponent 

e Break something 
important in a fit of rage 


EQUIPMENT: 

¢ Marquisate scout’s 
armor and weaponry 

e Face-obscuring mask 
and dark cloak 

e A notched ranger’s axe 


Ghe Night Watch 


Some of the Rowdies think Royce is too soft, 
and have decided to take the law into their own 
hands. Calling themselves the Night Watch, 

they patrol the clearing after sundown in dark 
clothing with blackened armor and hoods. They 
look for suspected dissidents and interrogate, 
threaten, or punish them. The soldiers who 
make up the Night Watch already had a problem 
with authority and feel resentment over being 
called “traitors” by many other denizens for 
joining the Marquisate army. They're bullies 
with badges. They see their actions as completely 
justified—if the denizens followed the rules, they 
wouldn't have to do this. 


Note: If the Night Watch Rowdies want to 
dish out a beat down, they fight with clubs, but 
will draw daggers if their lives are threatened. 
Use the stats for a patrol of Royce’s Rowdies or 
create individual Night Watch Rowdies using 
the NPC creation rules on page 212 of the 
Root: Ghe RPG core book, giving them at 
least an additional box of morale harm. 


Sergeant Gustav 


Gustav is a callous hound and the secret 
ringleader of the Night Watch. His tendency 
to lose his temper has kept him from 
advancing further up the Marquisate army’s 
ranks. Gustav spent much of his young life 
being pushed around by others and learned 
that the strongest get their way. He enlisted to 
have a socially acceptable outlet for his anger. 
In Gustav’s mind, the denizens aren’t showing 
the Rowdies respect because Royce is too soft 
on them. Since Royce won't lay down the law, 
Gustav has gathered a gang of cronies to set 
the Post straight and teach them some respect. 
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LIL] EXHAUSTION 
LILI INJURY 

L] WEAR 
LIL] MORALE 


Drive: To oppose the Post’s 
xenophobia 
Moves: 
« Ply someone with warm 
words and good food 
e Make a stand against 
fear-mongering 
¢ Demand a troublemaker 
leave the bar 


EQUIPMENT: 
« A stocked larder and ale cellar 
¢ Well-kept cast iron 
cookware; foxfolk 
kitchen knives 
e A crossbow behind the bar 


CITIO) EXHAUSTION 
COIN INJURY 
OOO] wEAR 

CITIC MORALE 


MoveEs: 

e Hide in the Warrens 
to avoid capture 

¢ Set off explosives in an 
important structure 

e Provide pleasing and 
placating lies 

EQUIPMENT: 

e Well-worn sword and 
customized crossbow 

e Hidden cache of 
smuggled explosives 

e Pouch of fine tobacco 
and rolling papers 


Sawyer and Caraway 


The proprietors of the Last Resort. Sawyer 

has lived in Limmery Post all his life but has 
never shared his kin’s fear of outsiders. When 

he married Caraway, a rabbit from another 
clearing, the denizens were shocked. When they 
opened an inn dedicated to welcoming outsiders, 
there was an uproar. Sawyer believes the Post is 
stagnating in isolation and hopes the Marquisate 
will reinvigorate the clearing. Caraway dreams 
of a Woodland where the Marquisate helps 
equalize denizens. Though they both welcome 
outsiders, the Rowdies are testing their patience. 
They don’t want to upset potential allies so they 
begrudgingly endure any disturbances. Sawyer 
cooks and Caraway tends the bar and hosts. 


NOTE: Sawyer and Caraway have the same 
stats—they’re not fighters but will defend their 
livelihood if threatened. 


Jasper Coyne 

Jasper is a swaggering, grizzled possum 
vagabond. His true allegiance and his 
motivations are a mystery. The PCs are 

a convenient pawn in his game and he'll 

use them if they seem like easy marks. His 
reputation precedes him: he’s a professional, 
good at what he does, and isn’t working 
towards a higher moral purpose. This drive 
to get the job done and get paid makes him 
efficient and extremely dangerous. Coyne 
employs his gritty charm to set his targets at 
ease before taking what he needs from them. 
When confronted, his sword easily replaces 
his honeyed words. 
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LIL] EXHAUSTION 
LJ] INJURY 

LIL] WEAR 
L] MORALE 


Drive: To save the Post by 

destroying the keep 

Moves: 

e Bribe someone with 
goods and coin 

e Threaten with explosives 
to escape or coerce 

¢ Grovel for aid or mercy 


EQUIPMENT: 
¢ Smuggled Corvid explosives 
¢ A wagon full of ill- 
gotten gains 
¢ A quickly dwindling 
chest of coins 


CKINILILILI EXHAUSTION 

NIOIUIUIU injury 
LILILILI wear 
LILILILI MORALE 


HARM DEALT: 2-injury 


Drive: To hunt for food within 
the Warrens 
Moves: 
¢ Slither in and out 
of the shadows 
e Ambush from an unexpected 
angle with terrifying speed 
¢ Swallow a denizen whole 
¢ Paralyze a denizen 
with its bite 
EQUIPMENT: 
e Massive fanged jaws 
¢ Paralyzing venom 
¢ Thick, pale scales 


Chauncy Wickham 


Chauncy is a highly anxious rabbit who used 
to make a living trading with outsiders for 
necessary goods. Since the war began he has 
grown even more tense and has had to turn 
to smuggling goods in and out of the Post 

to turn a profit. The Marquisate’s continued 
presence will shut him down for good, and 
he’s convinced the Alliance would conscript 
him or bring more conflict to the Post. If both 
factions are fighting over the keep, Chauncy 
sees its destruction as the only solution. He’s 
smuggled in a supply of explosives and has 
formed a desperate partnership with Jasper 
Coyne to carry out his plan. 


Gbe Limmery Wyrm 

To hear the denizens tell it, the Limmery 
Wyrm is a giant ghost-snake that’s hunted 
beneath the Post for generations. Whether 
or not it truly is as old as the stories say, the 
quite-real and massive creature can easily 
engulf a denizen inside its jaws. The Wyrm 
hunts for prey beneath the Post by biding its 
time until an unsuspecting victim is isolated. 
It makes use of the extensive labyrinthine 
tunnels to attack prey from surprising angles. 
Any victim who survives its initial attack 
quickly succumbs to its paralytic venom and is 
dragged back to its lair for a future meal. 


Note: The Limmery Wyrm’s hide is made 

of incredibly tough scales. Any competent 
blacksmith who uses the scales to make armor 
or other appropriate equipment adds two boxes 
of wear to the final product (and subsequently 
increases the item’s final worth by 2-value) at no 
additional cost during production. 


* Root: Ghe RPG - Clearing Booklet 


Important Locations 
Ghe Alliance Camp 


The camp is a ring of tents surrounded by shallow trenches and spiked logs. 
Inside, the camp buzzes with activity. Captain Conall surveys maps in the central 
command tent. Cooks stir massive stewpots and smiths sweat over crude forges 
as they sharpen the army’s salvaged armaments. Some soldiers have felled trees, 
trying to build a crude trebuchet. Troops are hungry for action, sparring and 
gossiping about the impending siege. Supplies are limited; everyone must take 
only what they need, even if they don’t always agree about it. 


Gbe Old Fort 


The old fort was once an imposing stone keep, built in the foothills by some long- 
lost empire. Stone walls extended into the surrounding valley, forcing travelers 
from other lands to stop at the gate. The architecture has since fallen to ruin, 
leaving a crumbling central structure with a precarious guard tower. Several other 
watchtowers are embedded in the mountainside walls. The Marquisate garrison is 
encamped in and around the keep, but the keep’s defenses are deeply inadequate. 
In order to protect their vulnerable position, the Rowdies have placed many spike 
pits—concealed with light brush—around their position, as well as weighted logs 
and other surprises that can be triggered if anyone approaches the keep. 


Ghe Warrens 


The winding reinforced tunnels beneath the clearing were dug generations ago by 
the surviving rabbits of the Post to provide shelter from the elements and attacks. 
Dozens of hollows are carved out to store food and supplies. Despite their security, 
the tunnels remain unused. Locals whisper tales of an ancient giant serpent 
slithering beneath the clearing. Secretive denizens use this to their advantage, 
gathering away from prying eyes. Some say the Warrens run as far as beneath the 
keep, but most denizens believe any such paths surely must have collapsed by now. 


Ghe Last Resort 


An inn offering shelter for travelers and merchants, run by a local couple who 
don’t share the clearing’s xenophobia (much to the Post’s disdain). Sawyer, a 
local, wants to show the denizens their fears are outdated. He and his husband 
Caraway welcome anyone looking for a hot meal and a soft bed on their travels. 
It’s been a temporary home for both traveling merchants and vagabonds over 
the years; now it’s a watering hole for off-duty Rowdies. Their presence has 
shifted the inn’s tone from warm and inviting to quiet and cautious tension. 
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Elder Yarrow's Nouse 


Yarrow’s home is on a small hill just off the center of town, at the beginning of 
the road leading to the keep. It is an inviting cottage with large gardens in front 
and back where Yarrow grows all kinds of flowers, herbs, and some vegetables. 
The main hall of the house has a hearth and comfortable chairs where Yarrow 
hears denizens’ concerns and mediates disputes. The ample kitchen holds a 
round table for meeting with local leaders to discuss the Post’s needs. In the 
cellar is a well-stocked laboratory where Yarrow treats the sick and brews 
alchemical salves and medicines. 


Introducing the Clearin 


Limmery Post lies at a forgotten edge of the Woodland where the forest is thick 
and the terrain is treacherous. On arrival, the vagabonds are likely to either 
approach the Alliance camp or will be pushed towards the Last Resort if they 
enter the Post. 


Either way, they'll quickly get a sense for the overarching tension in the 
clearing. It won't be long before they're approached by or directed to either of 
the commanders or the adjacent characters. For example: 


* Captain Conall, seeing the vagabonds as decently armed, welcomes them into 
the camp to convince them to sign on as mercenaries in the impending siege. 

+ Elder Yarrow is arguing with Royce and a group of Rowdies about the 
increased vigilante activity that’s causing rising tensions within the Post. 

+ Hazel trails the vagabonds before accosting them and asking them for help in 
her mission to win the denizens’ aid. 

+ Jasper Coyne invites the vagabonds to a game of cards and tries to uncover 
their motivations. lf he’s impressed enough, he just might cut them in on the 
job. 

+ Briar marks the vagabonds as another set of tools she can use to get what 
she wants. She can trade supplies and cover identities in exchange for their 
assistance. 


Once the vagabonds are tied to one of the conflicts, follow your principles and 
don't forget that the Post is a bomb with a lit fuse! There isn’t enough time to 
try and make everyone happy or solve every problem. If Hazel takes too long 
trying to sway the denizens, Conall will absolutely order a siege and there will 
be blood. If the Night Watch isn’t dealt with, they'll go too far and both the Post 
and the Rowdies’ ranks will erupt in chaos. If Briar is undeterred, she and her 
mob will depose Yarrow and burn her way into the keep. If Coyne isn’t stopped, 
things are going to start blowing up. 


=O 
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All of this is to say that there should be a constant sense of tension within the 
clearing. If you need help shortening the fuse of these conflicts, use one of 
these ideas to escalate the situation: 


¢ Briar seizes control of the Post from Elder Yarrow. 


+ Jasper Coyne destroys an important structure (part of the keep, the garrison 
camp, Yarrow’s house). 


* The Night Watch accosts the vagabonds and accuses them of being spies. 
* A clumsy Alliance soldier accidentally fires the trebuchet at the Post’s walls. 
+ A fight breaks out in the Last Resort between some Rowdies and denizens. 


* Conall decides Hazel’s had enough time to negotiate and orders a strike on 
the Post. 


When the fuse burns down enough, the bomb explodes and everything comes 
to a head. The siege can only end with the denizens choosing a side, and 
neither of them are good. This clearing requires the vagabonds to make heavy, 
uncomfortable decisions if they get involved. Not only that, they are even less 
likely to fit in here than other clearings due to the denizens’ hatred of outsiders. 
These conflicts likely end in some kind of explosive action, whether literal 

(the keep goes up in flames) or in relation to another violent conflict. Either 
way, when the dust settles, one side ends up clearly on top and at many others’ 
expense. Tie up any loose ends remaining (the Night Watch’s identities, Coyne’s 
scheme, Briar’s power play) and get ready to move on. 


Coolclaw Mine 


Home to one of the Woodland’s most successful mining operations, Coolclaw 
Mine is an established fox clearing built up next to a profitable iron mine that 
dips under the nearby mountains. The denizens working the mine provided 
iron to the rest of the Woodland for many years, smelting the ore in dozens of 
local bloomeries in preparation for delivery to buyers in other clearings. 


But a successful mine is an obvious strategic resource during a war. The Marquisate 
sent a top-tier Marquisate commander, Lord Scowl, and a platoon of Marquisate 
soldiers to the clearing almost immediately after arriving in the Woodland, seizing 
Coolclaw Mine before the Eyrie could mount an effort to reclaim it. As the war 

has raged on, Lord Scowl has imposed large quotas on the miners, imprisoned 
dissidents and community leaders, and even executed those denizens who 
openly defied his rule. He is hated and feared in equal measure. 


But the influx of soldiers and refugees has pushed the clearing’s resources to their 
limit; food is in dangerously short supply. Tensions are running high, and rumors of 
insurrectionists loyal to the Eyrie stoke fear and paranoia among the residents and 
occupiers alike. It is only a matter of time before the angry—and hungry—denizens 
turn their pickaxes against the Marquisate occupiers... 


Ac First Sight 


The founders built the clearing within reach of a river and plentiful trees, but the 
river has since been diverted to power the clearing’s large mill, and the nearby trees 
were long ago turned into the very charcoal that fuels the furnaces. The smell of 
those furnaces greets any traveler coming to Coolclaw Mine at some distance, the 
scent of charcoal lingering even through the night when the bloomeries are closed. 


The mine is close enough to be seen from nearly any nearby road, a patchwork 
of open entrances in the mountainside, gaping maws that grew wider as the 
mine prospered. Nearly everyone works in the mines, and the workers come 
and go several times a day as bells ring out from the mountain to indicate when 
shifts stop and start. There is little sign of outright combat, but it’s hard to go 
far without seeing Marquisate soldiers...or denizens pressed into service on the 
Marquisate farms just outside the clearing. The Marquisate’s influence here is 
only a few years old, but it’s clear the occupation has reshaped the clearing. 


SYS 
7) 
Pay. 
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Conflicts 
Coolclaw Mine is beset by many troubles, but the vagabonds are most likely to 


encounter the following conflicts. One of them—Starvation Looms—is the core 
issue for the clearing, while the others are conflicts likely to appear. 


Core Conflict: Starvation Looms 


When the Marquisate arrived, Coolclaw Mine’s ruling council of elders decided 
that any organized resistance was unlikely to hold the Marquisate at bay. At 
first, their plan to surrender worked. Lord Scowl was eager to keep the mines 
running without interruption, and the Marquisate occupation was gentle. But 
Coolclaw Mine relied on trade with neighboring clearings for food and other 
supplies, and the increased demands of Marquisate troops and trade routes 
broken by the war left the clearing isolated and unsupplied. 


Now food shortages have led to widespread discontent and anger, and denizens 
have begun to protest and denounce the Marquisate. Lord Scowl has reacted with 
confidence and cruelty, imprisoning those who would speak ill of his governance, 
executing those who attempted any real rebellion, and forbidding anyone from 
leaving the clearing. He has stored the clearing’s remaining vittles in his keep, 
forcing the denizens to wait each morning for their daily allowance of food. 


Lord Scowl expects supplies from the Marquisate any day now—unaware that the 
Eyrie have intercepted and destroyed the shipment!—but in the meantime he’s 
sharply rationed the supplies, ordered his troops to scavenge the nearby forests, and 
put the clearing to work building new farms. In his mind, the clearing will have to 
become more self-sufficient until the end of the war, but the rocky soil is difficult to 
farm and the tools from the mines are a poor fit for agriculture. 


With the famine growing, Coolclaw Mine has become a powder keg of 
resentment. Many are furious with Lord Scowl, while others fear the inevitable 
claws of the Eyrie Dynasties will fall upon them all. Whispers of rebellion grow 
ever louder...no matter how unlikely it would be for such a rebellion to succeed. 


How It Developsar r- 


If the vagabonds never came to Coolclaw Mine, Lord Scowl’s efforts to feed the clearing 
would continue to fail—rations would grow ever thinner, soldiers would attract bears 
to the clearing from the nearby woods, and the shoddy farms would produce little 

this season—weakening the Marquisate’s position and paving the way for the open 
rebellion. Lord Scowl would, of course, respond to disobedience with increasingly cruel 
imprisonments and executions, radicalizing the denizens even further while doing little 
to improve the situation. Eventually, the denizens would turn to chaotic violence, and 
Lord Scowl would vigorously put down the mob that rose up. 


Coolclaw Mine °* 


Conflict: Go Killa Cat 


Most of the denizens of Coolclaw Mine were willing to accept Marquisate 
rule—at least at first—but Mala and Rufus Wastly, the owners of a local bar 
called The Hoppled Frog, were much less sanguine about Lord Scowl’s reign. 
They were careful about their dissidence, speaking only in hushed tones and 
quiet whispers to those they truly trusted, but they predicted both the coming 
food shortages and Lord Scowl’s increasingly cruel response. As the clearing 
moves toward rebellion, Mala and Rufus have both emerged as major leaders of 
the potential insurrection. 


Mala grew up in Coolclaw Mine, convinced things were better before the 
Interbellum when the Eyrie provided for all who worked the mines. Now that 
the Eyrie has arisen from the ashes, Mala sees an opportunity to restore the 
rightful owners, the noble birds who helped build Coolclaw Mine all those years 
ago alongside her fox ancestors. Rufus—a mouse from a clearing on the other 
side of the Woodland—is unsure about the Eyrie and his role in all this, but his 
loyalty to Mala is unshakeable. He loves her, and he’d follow her anywhere, even 
into battle against the Marquisate. 


As Lord Scowl’s grip on Coolclaw Mine has tightened, Mala has become 
convinced that assassinating the tyrannical cat is the only way to free the 
clearing. It is the fear he strikes in the hearts of many foxes of the clearing, 

she believes, that keeps them in bondage. She has persuaded Tomins Inrow, 

a blacksmith who accompanied the Marquisate to Coolclaw Mine, to aid her; 
Tomins has been skimming iron ore for weeks to make daggers and swords 
Mala plans to distribute throughout the clearing, believing the denizens could 
rise up and overcome their oppressors in force once Lord Scowl is dead! 


How Jt Develops» 


If the vagabonds never came to Coolclaw Mine, Rufus and Mala would organize the 
citizen rebellion and go forward with their plot to assassinate Lord Scowl. Working 
together with Tomins, they would turn the stolen ore into weapons and attack Lord 
Scowl in his keep in the middle of the night, sneaking past his bodyguards to kill him 
as he sleeps. The Marquisate forces would be temporarily thrown into disarray, but 
Lt. Clawritter would seize power and persist in securing the clearing with an even 
heavier paw—rations cut, work hours lengthened, and guards everywhere—setting 
the stage for an even larger uprising. 
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Conflict: Jailbreak! 

Issa Rendoth was one of the clearing’s council elders who argued that Coolclaw 
Mine couldn't possibly fight off the Marquisate, but the occupation has led 
them to regret their earlier position. When Lord Scowl ordered the denizens 
to stay in the clearing, Issa attempted to flee into the forest, determined to 
seek help from other clearings. Alas, the vagabond Elek Flyeater captured and 
returned Issa to Coolclaw Mine, where they were thrown into a cell in the 
newly expanded Prisonhouse. But Issa is a beloved leader in Coolclaw Mine, 
and their capture has inspired the denizens locked in the Prisonhouse to plot 
an escape. Issa has organized the prisoners into small teams to dig through the 
wall with makeshift tools, hoping to eventually weaken them enough to punch 
a hole to freedom. Each day—when the guards take the prisoners out to work 
the new farms—the prisoners smuggle out a bit more stone in their pockets, 
hiding the evidence of their work in plain sight. 


While they have not yet been detected, the prisoners have attracted attention. Lt. 
Sirius Clawritter has grown suspicious of Issa’s efforts to organize the prisoners, 
watching Issa closely as they work the fields for signs of a plot to escape. While 
Issa has revealed little, Lt. Clawritter has made it clear to all that prisoners 

who reveal information about those plotting insurrection shall be given lighter 
sentences and better food as a reward for their loyalty to the Marquisate. 


So far, the prisoners have held strong, saying little to Lt. Clawritter that would 
reveal Issa’s plan. But as rations grow thinner and the work on the farms looks 
more desperate, one or more of the prisoners will surely break. 


How It Develops» 


If the vagabonds never came to Coolclaw Mine, the jailbreak would fail, betrayed 
from within by a denizen who is willing to trade their loyalty to Issa for a full belly. 
On the day of the escape, Lt. Clawritter and a force of Marquisate soldiers would 
be waiting for the prisoners, capturing them in the night as they flee from the 
Prisonhouse. Many of the fugitives would be killed but Issa Rendoth would escape, 
returning later with Eryie soldiers who would lay siege to the clearing to assist the 
council elder in “liberating” their people. 
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Conflict: Gbe Eyrie Among Us 


Unwilling to let Coolclaw Mine slip through their talons, the Eyrie Dynasties 
have sent a vagabond of their own, Elek Flyeater, to survey the situation and 
disrupt the Marquisate’s plans. Elek, a smiling, rotund bat, arrived a few weeks 
after Lord Scowl claimed the clearing, ingratiating herself to the Marquisate by 
delivering an escaped prisoner she caught in the forest outside the clearing— 
council elder Issa Rendoth. After Lord Scowl explained the situation in 
Coolclaw Mine, Elek “agreed” to work for the Marquisate, happy to get as close 
as she could to the cat in charge of the clearing. 


Since earning Lord Scowl’s trust, Elek has been slowly working to undermine 
the Marquisate’s efforts—discovering the timing of the incoming supply 
shipment and raiding it, spreading false rumors of Woodland Alliance agents 
in the shadows, and “investigating” denizens who aren't involved in the 
insurrection. So far, Lord Scowl only suspects that Elek is the one causing so 
much trouble, but he has set a trap for the bat, hoping to prove she is the spy 
within his ranks by tricking her into revealing her true loyalties. 


Unaware of the looming danger, Elek would be all too happy to recruit 
anyone—including other vagabonds—to the Eyrie’s cause, but she’s not exactly 
a true believer. She is merely of the mindset that the Eyrie is the most likely 
victor, the only force that can both fight the Marquisate’s armies and hold 
enough clearings to win the war. She would vastly prefer to have earned a 
strong reputation with the Eyrie before they win...and a cushy position serving 
them instead of living in the woods after the war. Little does she know how 
close Lord Scowl is to her trail. 


How Jt Develops» 


If the vagabonds never came to Coolclaw Mine, Elek would continue to try to 
undermine the Marquisate. However, Lord Scowl’s trap has ensnared Elek—he told 
her his soldiers had secured a supply reserve in the forest for safekeeping—and he 
intends to rid himself of the troublesome bat if he can. Elek would lead the Eyrie 
strike force to destroy the supplies, and find instead Lt. Clawritter and a force of 
Marquisate soldiers—enough to kill the Eyrie strike force and capture Elek—setting 
the stage for another public execution back in Coolclaw Mine and ending the Eyrie’s 
meddling in Lord Scowl’s plans. 
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Important Residents 


LILILJ EXHAUSTION 
LILILILI inyJURY 
LILILILI WEAR 

LILJIL] MORALE 


Drive: To crush the enemies of 
the Marquisate 
MoVvEs: 
e Strike out with cruel violence 
e Summon members of 
the guard for support 
e Intimidate or threaten 
someone to get his way 
EQUIPMENT: 
¢ Heirloom lionshead sword 
e High-quality armor 


Le. Sirius Clawritter 


Sirius Clawritter is the trusted lieutenant and 
capable enforcer for Lord Scowl, a veteran of 
many Marquisate campaigns and an experienced 
soldier capable of holding his own against even 
a group of vagabonds. He largely despises the 
Woodland, viewing most of the denizens as 
squabbling fools who don’t respect the chance 
they have been given to join Le Monde de Cat 
through the Marquisate. Lord Scowl may prefer 
to think of himself above the petty violence 
needed to maintain order, but Sirius is all too 
eager to ensure the residents of Coolclaw Mine 
remember the Marquisate’s claws. 


Note: Sirius' lionshead sword (Value 6, Load 
2) inflicts 2-injury, has three boxes of wear, the 
parry and disarm weapon skills, and the tags 
ceremonial and weighty. 
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CJLILJ EXHAUSTION 
CIO InJURY 
CL] WEAR 


LIOUUU MorRALE 


Drive: To hold Coolclaw Mine 

at any cost 

Moves: 

e Reveal a previously 
concealed asset or ally 

e Order someone 
imprisoned or executed 

e Obtain the facts by any 
means necessary 


EQUIPMENT: 

« Finery of Le Monde 

A ceremonial scarf 

eA small library of 
Marquisate literature 


LIL] EXHAUSTION 
LJ] INJURY 
L] WEAR 

LIL] MORALE 


Drive: To seek aid from other 
clearings 
Moves: 
¢ Offer to help with a 
risky project or plan 
e Reveal an unexpected 
truth about the clearing 
e Escape the situation at hand 
to pursue new options 
EQUIPMENT: 
e A worn cloak 
¢ A book of Coolclaw 
Mine lineages 


Lord €leran ScowL 


Lord Scowl is legendary for his will, his wit... 
and his focus. Personally selected by the 
Marquise de Cat to secure Coolclaw Mine, 
Lord Scowl is a single-minded foe, one whose 
dedication to the cause is reflected in his 
willingness to do what must be done to win 
the prize. He believes the Marquisate is the 
only way true civilization could be brought to 
the Woodland, and he is as invested in those 
trappings of culture—books, music, art—as he 
is in maintaining an air of formality in the face 
of conflict and troubles. 


NotTE: If a vagabond marks prestige or 
notoriety with the Marquisate as a result of 
interactions with Lord Scowl, they mark an 
additional prestige or notoriety. If someone 
kills Lord Scowl, drop their reputation with 
the Marquisate by one; they clear all their 
prestige, but do not clear any notoriety. 


Issa Rendoth 


An elder of the clearing, Issa has served 
Coolclaw Mine since before the Interregnum. 
They have no fondness for the Eyrie or the 
Marquisate, but they convinced the other 
elders that fighting the Marquisate was 
pointless without weapons and soldiers. As the 
situation deteriorated, Issa attempted to leave 
the clearing to seek help from other clearings, 
believing that someone could free them 

from Lord Scowl...or at least give the clearing 
enough supplies to forestall starvation. 
Captured by the vagabond Elek, Issa is now 
plotting a jailbreak from within the prison, 
hoping to once again reach help outside of 
Coolclaw Mine. 
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L] EXHAUSTION 
L] INJURY 
L] WEAR 

LILJIL] MORALE 


Drive: To see the Eyrie Dynasty 

again rule Coolclaw Mine 

Moves: 

e Deceive the authorities 
with graceful skill 

¢ Organize ordinary denizens 
to solve a problem 

« Calm someone down to 
avoid suspicion or attention 


EQUIPMENT: 

eA small dagger 

e Jugs of Coolclaw 
Mine mineshine 


LIL] EXHAUSTION 
LIC INJURY 

L] WEAR 

L] MORALE 


Drive: To help Mala make 
Coolclaw Mine a better place 
Moves: 
e Provide an unexpectedly 
good idea 
* Quietly avoid a 
conflict or fight 
¢ Direct someone to 
talk to Mala 


EQUIPMENT: 
« A family sword 
« Ill-fitting leather armor 


(ala Wastly 


A middle-aged fox who grew up in Coolclaw 
Mine, Mala is one of the owners of The Hoppled 
Frog, the local distillery her parents built when 
the clearing was first founded. She is disgusted 
with how things have changed since the Eyrie 
abandoned the clearing, believing that the only 
thing worse than the messy attempts at self- 
governance during the Interbellum is the current 
occupation by the Marquisate. She is unaware 
that the Eyrie soldiers are nearby, but believes 
that the clearing could get out the word to the 
rightful rulers when Lord Scowl is dead. While 
her husband, Rufus Wastly, frets about her 
activities, Mala is deeply committed to her work! 


Rufus Wastly 


Husband of Mala Wastly and co-owner of The 
Hoppled Frog. Rufus wasn’t born in Coolclaw 
Mine—he only came to the clearing when his 
iron merchant brother brought Rufus along as a 
guard—but Mala swept him off his paws when 
he met her at The Hoppled Frog. They’ve been 
together ever since! Rufus still has his old sword 
and armor, but years of serving mineshine 
instead of swinging swords have taken their toll 
on Rufus’s once impressive mouse physique. 
Rufus is less sure the Eyrie Dynasty deserves 

to rule Coolclaw Mine, but he believes in Mala 
with all his heart. 
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LIONILILJ EXHAUSTION 
LILI INJURY 
LIL] WEAR 
LIL] MORALE 


Drive: To earn prestige and 
reputation with the Eyrie 
Dynasties 
MovEs: 
¢ Offer to help with a 
risky project or plan 
e Reveal an unexpected 
truth about the clearing 
e Escape the situation at hand 
to pursue new options 
EQUIPMENT: 
« A trusty dagger 
¢ A tattered cloak 
« A bag of gadgets 


LIL] EXHAUSTION 
LILILILI injury 
LILILILI WEAR 

LIL] MORALE 


HARM INELICTED: 2-injury 


Drive: To serve Lord Scowl and 
the Marquisate 
EQUIPMENT: 
¢ Marquisate armor 
and weapons 


Elek Flyeater 


A bat vagabond (and Eyrie agent) seeking to 
sow discord and chaos in Coolclaw Mine. 
Elek was hired by the Eyrie Dynasties once 
they learned the mine had fallen into the 
hands of the Marquisate. She traveled to the 
clearing, offering her services as a scout to 
the Marquisate after delivering Issa Rendoth 
back into Marquisate custody. So far, she’s 
thwarted Lord Scowl at every turn from inside 
his organization, drawing bears close to the 
soldiers scavenging in the forest, intercepting 
supplies from the Marquisate, and riling up 
the denizens against his rule. Elek has evaded 
discovery, but Lord Scowl is increasingly 
suspicious of the vagabond’s loyalties. 


(arquisate Soldiers 

Lord Scowl brought a significant force—nearly 
a hundred soldiers—to take Coolclaw Mine, 
one of the primary reasons the clearing is 
running out of food so quickly. Many are 
rabbits, foxes, and mice recruited from 
clearings west of Coolclaw Mine, but more 
than half are cats from Le Monde. They 

are mostly loyal to the Marquisate, but the 
hungriest could probably be convinced to give 
up vital information for a satisfying meal so 
long as Lt. Clawritter wouldn't find out. 


NoTE: The average Marquisate squad is 5-10 
soldiers and uses the attached stats. Create 
individual soldiers as needed using the NPC 
creation rules on page 212 of the Root: Ghe 
RPG core book, but reduce their exhaustion 
and morale to reflect their limited rations; 
they inflict 1- or 2-injury harm based on their 
training and weaponry and have 3 boxes of 
wear for their armor. 
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LIL] EXHAUSTION 
L] INJURY 
L] WEAR 

LIL] MORALE 


Drive: To free Coolclaw Mine 
from the Marquisate 


MovVEs: 

¢ Offer solace to 
someone in need 

¢ Strike a mighty blow 
with their hammer 

Stash away some useful 
gear or resource 


EQUIPMENT: 
¢ A blacksmith’s hammer 
¢ Worn but sturdy armor 


LJLJ EXHAUSTION 
CLINI injury 
LIOILILI WEAR 
CLJNLJ MORALE 


Harm DEALT: 3-injury 


Drive: To protect Lord Scowl 
from any threat 


EQUIPMENT: 
¢ Elite Marquisate armor 
and weapons 


Gomins Inrow 


A tremendously skilled blacksmith, Tomins 
came to Coolclaw Mine alongside the soldiers 
and guards the Marquisate brought to secure 
the clearing. Tomins stands out in a crowd—a 
large rabbit, towering above the local foxes— 
and often carries their favorite blacksmithing 
hammer, just in case there’s something that 
needs to be hammered on a moment's notice. 


While they joined the Marquisate to help 
improve the Woodland, the reality of Lord 
Scowl’s occupation has shaken Tomins’s faith 
in the Marquisate’s methods. After talking 
with Mala, Tomins has committed to support 
the incipient insurrection by forging daggers 
and swords with stolen ore, hoping the Eyrie 
will be more just than Lord Scowl. 


Note: Tomins is in desperate need of help 
at the mine's bloomeries. See Need a Little 
Help? on page 62 for a special move the 
vagabonds can make to help out and earn a 
little free blacksmithing for their assistance. 


Scowl's Personal Guard 


In addition to the Marquisate soldiers, Lord 
Scowl also has a personal retinue of roughly 
ten elite cat bodyguards. They are the best of 
the soldiers he brought to the clearing, and he’s 
never without at least two or three by his side. 
Lord Scowl has made sure they've had enough 
to eat, but rations for everyone are still thin. 


Note: The attached stats are the traits for a 
single guard. The entire group together gains 
+2 harm boxes and doubles their inflicted 
damage when acting as a small group. 


( 
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OO EXHAUSTION Eyrie Scrike Force 


ae er The main force of the Eyrie Dynasties is still 


CID] MORALE miles away on Coolclaw Mine, but Elek 
Se cen a cosastintetrhssascenssecsasee does have a strike force of roughly ten Eyrie 
cases DEALT: 2 Usury soldiers waiting in the nearby wood. They are 


Drive: To support Elek in loyal, well-trained, and quiet, but they would 
pee nezing clang are ae draw too much attention if they entered town, 
EQUIPMENT: and they rely upon Elek to bring them both 

+ High-quality Eyrie supplies and information. 


weapons and armor 
NogtE: The attached stats are the traits for a 


single Eyrie soldier. The entire group together 
gains +2 harm boxes and doubles their inflicted 
damage when acting as a small group. 


Important Locations 
Lord Scowl's Keep 


Formerly the home of the clearing elders and center of community business, the 
building Lord Scowl claimed for his keep has been reinforced and secured as an 
armory and stronghold. The building was already made of stone from nearby 
quarries, but Marquisate forces have installed new doors and locks, bars over many 
of the windows, and guard towers on the roof. The town’s records and taxes are 
still stored here, now under constant supervision by Lord Scowl’s elite troops, along 
with the main stores of food the Marquisate rations out every morning. 


@be Prisonbouse 


In addition to securing the keep, the Marquisate has also reinforced and 
expanded the local prison. What was once a small jail—hardly ever used—has 
been transformed into a larger building with more than a dozen cells, all packed 
with “troublesome” residents and staffed with numerous guards. Many of those 
denizens who refuse to work the farms have languished in the Prisonhouse 

for weeks, subsisting on even more meager rations as the Marquisate guards 
punish them for their insolence. The stone walls of the Prisonhouse, however, 
are not as sturdy as the keep; the hasty construction has led some of the 
denizens—including Issa Rendoth—to plan a jail break... 
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Ghe Noppled Frog 


A local distillery frequented by miners after their long shifts below the earth, The 
Hoppled Frog is owned by Rufus and Mala Wastly, denizens sympathetic to the 
Eyrie Dynasties. The Frog, as it’s commonly called, is built into a rock overhang 
at the edge of town, just along the path to the mine. In addition to building the 
main structure many years ago, Mala’s family dug out storage areas under the bar, 
places to keep food and drink cool during hot summers. Now those same cellars 
are used to plot insurrection and store stolen weapons and armor... 


Ghe Mine Itself 


Filled with sprawling tunnels old and new, the eponymous mine of the clearing 
is busier than it has ever been. Lord Scowl’s quotas demand additional shifts of 
workers even as rations grow shorter, and traffic back and forth between the 
mine and the clearing seems to run around the clock. In addition to the miners 
who work in the tunnels, the Marquisate has a number of guards stationed 
around the mine, ensuring that any criminals or dissidents who are looking for 
a place to hide—or make trouble—have to deal with them first. 


Niding in the Mines 

When you attempt to hide from Lord Scowl’s forces in the mines, roll 
with Cunning. On a hit, you find a spot to lay low long enough to evade 
detection; mark exhaustion when you leave to escape your pursuers into 
the woods or back to the clearing without detection. On a 10+, you find 
something valuable someone else has hidden in the mines as well. On 

a miss, someone at the mines sounds the alarm-deal with them or face 
Lord Scowl’s soldiers head on. 


Special Rules 
In addition to the special rules associated with Lord Scowl, Lt. Sirius Clawritter 
(Lionshead Sword), and the mine itself (Hiding in the Mine), you may want 


to introduce one of the following moves as part of the vagabonds’ overall 
experiences in Coolclaw Mine: 


Rebel Secrecy 


When you try to figure out any of the denizens you know are involved 
with the insurrection by observing them from a hidden position, you 
may roll with Cunning instead of Charm. On a hit, they reveal some- 
thing about the insurrection’s plans to you without realizing it—before 
you ask any questions. 


Scavenge for Food 


When you take a large group of denizens into the wood to scavenge for 
food, roll with Luck. On a hit, the group is able to find enough food in 
the forest to temporarily relieve the clearing’s food shortages. On a 7-9, 
one of the denizens turns up missing when you all return. On a miss, 
you don't find enough food to make a difference, but what you do bring 
back leads to a fight between the denizens and the Marquisate. 


Need a Little Nelp? 


When you agree to help Tomins with the bloomeries, mark exhaustion 
for a hard day’s work and roll with Might. On a hit, you prove useful; 
Tomins will agree to repair up to 4-wear of gear for you or your friends. 
On a7-9, the work is quite tiring; mark an additional exhaustion. On a 
miss, you make a mess of things and wreck one of the bloomeries; mark 
notoriety with both the denizens and the Marquisate. 
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Introducing the Clearin 


The vagabonds arrive in Coolclaw Mine (using the description in “At First Sight”) 
aware that the Marquisate has seized the clearing in order to secure the mine for 
the war effort. They may have heard rumors the Eyrie would like to reclaim the 
clearing, but the Marquisate’s hold is unmistakable: the vagabonds can't help but 
notice the new farms filled with imprisoned workers and constant Marquisate 
patrols. In fact, the paranoid atmosphere means at least one or two NPCs 
approach the vagabonds almost immediately upon their arrival. You can choose 
any leading figure you want, but here are a few suggestions: 


+ Lc. Clawricter. He would “invite” the vagabonds to a meeting with Lord 
Scowl, probably accompanied by ten or fifteen soldiers, in order to determine 
their business in the clearing. Assuming the vagabonds don’t immediately 
break out their swords (and aren’t wanted by the Marquisate), Lord Scowl 
would greatly love to hire them to find out what happened to the missing 
caravan of goods...and perhaps also track down the insurrectionists who are 
making so much trouble in the clearing. 

* Mala Wastly. She would approach the vagabonds if she can find an 
inconspicuous moment—either in The Hoppled Frog or under cover 
of night—to test their loyalty to the Marquisate. If she thinks they are 
trustworthy, she would explain the rebellion’s plan and attempt to recruit 
the vagabonds to help, promising they can take gold and weapons from the 
armory when the Marquisate is defeated. 

+ Elek Flyeater. She would talk with the vagabonds out in the open, using 
her connections to the Marquisate to conceal her attempt to recruit them to 
work directly alongside her for the Eyrie as double agents. Yet her loyalty to 
any side is fairly shallow. As a fellow vagabond, Elek would be happy to work 
out any scheme that makes them all rich, even if it involves betraying the 
rebellion, murdering Lord Scowl, or double-crossing the Eyrie Dynasty itself. 


As the GM, your job is to make sure all the various plots and schemes are 
clear to the players, even as the NPCs try to conceal their true motives. The 
vagabonds need to know both that Lord Scowl is actually trying to keep 
everyone fed with his draconian policies and that the rebels’ insurrection 

is more likely to lead to many deaths on both sides than to actually free the 
clearing from Marquisate rule. Left unchecked, Coolclaw Mine is doomed to 
much bloodshed and tragedy, but simply removing a few troublesome cats is 
unlikely to get everyone fed or to stop the Eyrie from claiming the clearing for 
themselves and implementing similar quotas! 


As things continue, make an escalation—a move designed to intensify 

the situation and draw the PCs in further. Escalations can provide new 
opportunities, create new dangers, or close down outlets for escape. If things 
get too quiet or slow, or the vagabonds aren’t sure what to do, make an 
escalation. Here are some examples: 


* Some of the rebels attack earlier than planned, using black powder from the 
mine to blow a hole in the Prisonhouse and allowing all of the imprisoned 
denizens to escape into the woods. Lord Scowl sends his forces into the 
woods to track down the fugitives, leaving the Keep and Prisonhouse 
relatively undefended. 

+ Elek—frustrated that she can’t get the denizens moving fast enough to 
unseat Lord Scowl—murders Rufus Wastly and frames the Marquisate for the 
crime. Mala is overwhelmed with grief and foolishly attempts to assassinate 
Lord Scowl that same night. 

+ Lt. Clawritter discovers Tomins’ stash of stolen ore and newly-forged 
weapons, realizing that the rabbit has betrayed the Marquisate and sided 
with the fledgling insurrection. Lord Scowl orders Tomins to be imprisoned 
in the Prisonhouse and executed at dawn. 

+ Issa Rendoth is greatly injured attempting to stop a fight between some 
Marquisate soldiers and several angry prisoners. Many denizens were 
previously willing to accept Issa Rendoth’s “imprisonment” in the keep, 
but the Wastlys form a plan to free them and get them out of the clearing 
completely before the violence gets worse. 

* An explosion at the mine traps a number of Marquisate soldiers—alongside 
a miner or two—underneath a rock slide. The miners plan to stage a rescue 
operation, but Lord Scowl insists the quotas be met first before any such 
operation begins... 


You can use multiple of these escalations, as well—your goal is to bring 
Coolclaw Mine to its boiling point, a place where the rebellion is ready to strike 
out...and the Marquisate is waiting to drop the hammer, a clearing on the edge 
of tragedy. Focus on that core tension before introducing new issues; put the 
question of who should govern the struggling clearing front and center before 
the PCs until they pick a side and live with the consequences. Good luck! 
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Ghe clearings of the Woodland need vagabonds! 


As a rule, most denizens don’t trust vagabonds—outlaws who wander the 
Woodland without a home—but there are times when the problems a clearing 
faces can't be addressed by anyone...except those vagabonds willing to take the job. 


This Clearing Booklet contains the following clearings: 


- Hookfoot Bog has always been a swampy marsh of hard mice, one in 
which many denizens have lived their whole lives. How will they deal 
with the change that the conquering Marquisate brings to the clearing? 


- The folk of Sixtoe Stand see themselves as inheritors of legend, but 
their recent battles mean they must throw themselves in with one of the 
factions at war in the Woodland. But which faction will they turn to? 


- Limmery Post—an outpost at the edge of the Woodland—remains a 
well-fortified clearing, perfect for a new Woodland Alliance base. Can the 
Alliance’s leaders convince the citizens of the Post to join the cause? 


- Coolclaw Mine is one of the Woodland’s most lucrative mines; the Marquise 
herself sent the trusted Lord Scowl to secure the clearing right away...but 
now food has grown scarce. How will he address the brewing insurrection? 


Each clearing contains interesting conflicts, important residents (with stats), 


unique locations, and special rules. You can use these clearings as the setting 
for a one-shot or as part of a longer campaign in the broader Woodland. 


The Clearing Booklet is an officially-licensed supplement for Root: Ghe 
RPG, a fantasy adventure tabletop roleplaying game for three to six players, 
based on the award-winning Root: A Game of Woodland Might and 
Right board game by Leder Games. 
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